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Welcome to 


Collection 


The seventh Retro Gamer Collection is packed full of content that 
has been carefully selected from award-winning magazine Retro 
Gamer. With fascinating features and in-depth guides, take a trip 
down memory lane and discover the stories behind your favourite 
retro games. This book reveals the making of Final Fantasy Vil as well 
as the much-loved Sonic the Hedgehog. It also examines the stories 
of Bubble Bobble and Monty Mole, and includes an interview with 
industry legend Andrew Braybrook. The book Is an essential quide 
for anyone wha loves classic gaming, and proves that the hobby is 
still going from strength to strength. So sit back, put your feet up, 
and get ready for some serious reminiscing. 


Enjoy the book. 
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For 4 game developer 
the coolest thing Is 
that mag ment 
when 2 bunch of 
pixels come to life 
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ideogames > Wid 30 

are filled with | Renae 1 | 

classic moments IpkeyEH QNG, 2PLeVER 

that mean a 
great deal to all who 
experience them. Some 
are revolutionary and can 
change a genre, while 


others are simply cool, but DOOM DONKEY KONG 


this better 


the best ones manage to % WIELDING THE BFG 9000 * THE Kiss 
% y F: Getting hold of the BFG (Big You've dodged barrels, cement 
leave a lasting impression F***ing, or Fragging, Gun) 9000 —_ pans end sentient fireballs, SUPER 
5 . is 8 joyous moment. In a world climbed countless rungs, and 

on you. With that in mind, as hellish as Doom, it’s like a removed eight rivets to finally MARIO BROS 

- gift from heaven. That's why we ~— give Donkey Kong possible %® WORLD 1-2 WARP ZONE 
we're presenting 100 of dub it Bullets From God 9000. brain damage. All that's left is Usually, all breaking through a 

. for Mario to collect his reward. playing field gets you is entry to 
our own classic moments a fragile glitch universe of grey 

a nothingness. In Super Mario 

that have made us smile, Bros it rewarded you with e 


memorable ticket to the later 
stages in the game 


chuckle, recoil and cheer 

over the years, and have 

asked games industry Doub Dion become the sormertar 

J veterans to include some DUKE STARFOX 64 
of their most memorable NUKEM 3D  KATINA 


Though Independence Day 


r £ 
““~ “moments as well. Enjoy. ee ee has aged terribly, to play a 


The world of Duke Nukem 3D ze Fs ait 
was littered with interactive hot re-creation of ene oe 
spots and places to explore. climax in Star Fox 64 was pretty PONG 


Rp a = exciting stuff. The Katina stage buat 
The most iconic wae 8 seedy sees Fox and pals rallying to ® TWO'S COMPANY 


Re rur eE FY xs. s 
a or tee” ‘ 


strip bar where Duke could pay protect a base from a phalanx Beating a human opponent 
exotic dancers to shake what 3D of enemy fighters and a for the very first time and 
Realms gave them massive mothership. realising that gaming was 


more fun with a friend. 


boss could read your 


to spit 
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ZELDA: A LINK 
TO THE PAST 


% ANOTHER WORLD 

Visiting the Dark World for the 
first time and realising thet 
Link’s adventure is far from over. 


CONTRA II: THE 
ALIEN WARS 


® CUE TERMINATOR BOSS 
The room turns ominously 
quiet. Slowly, a skeletal claw 
breaks through the loading 
doors, and then another. The 
doors are pulled back to reveal 
8 gigamtc, red-eyed, robotic 
skeletal head, Eek! 


THE SECRET 
OF MONKEY 
ISLAND 


%& INSULT SWORD FIGHT 
Participating in your first 
hilarious insult fight, requiring 


DEVELOPER 


COLIN JONES 


Joy isn I an emotion | often associate with videogames, but that’s what 
is | remember while playing Eco, an evolution simulator from Denton 
Designs. Running around a green world as a wireframe dog was a fine 
it of Atari ST-induced freedom. Eating, mating - arm | remembering this 
a ? - and generally having a good time led to more control of your genetic 
code and the ability to upgrade species. | stopped when my creature 
attained human status - | knew I'd peaked by then. But thanks to Denton 
Designs for a moment of joy, and a perfect little alternate universe. 
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wits as sharp as your sword. 
“You fight like a dairy farmer.” 
"How appropriate. You fight like 
a cow.” 


down our spines. 


FINAL 
FANTASY VII 


® AERIS'S DEATH 

Main characters you love don't 
die in videogames. They do in 
Final Fantasy Vil, though, and 
Aeris's death at the hands of 
Sephiroth remains one of the 
most heartbreaking videogame 
moments of all time. 


3D MONSTER 
MAZE 


® HE'S BEHIND YOU! 

You're trapped in a maze with 

a dangerous T-rex and see the 
following words appear on 
screen: “Run! He’s behind you!” 
Still scares the life out of us. 


BARBARIAN: 
THE ULTIMATE 
WARRIOR 


® HEADS WILL ROLL 
Successfully executing the 
decapitation move and seeing 


your opponent's disembodied 
head get disrespectfully punted 
by a goblin 


HEDGEHOG 

® GREEN HILL ZOOM 

Racing through Sonic's first 
stage and experiencing the 
blinding speed, bright colours, 
punchy music and the loop 
the-loop, and feeling that home 
videogames would never quite 
be the same again. 


surroundings. The ominous sense 
that you id ci a 

t oyrr C 
e of the best moments in 
's 3D Monster Maze 


vert made 


FINAL FIGHT 

*® BEAT A BEEMER 

Few bonus rounds are as iconic 
as Final Fight's car-whacking 
stage. It certainly made a 
refreshing change from fighting 
countless rockabilly street punks 
called Relay and Hand, 


Mr X, he asks olaye 
tke to join his criminal organis: 


father than overthrow’ it. 


5 if they would 


RESIDENT EVIL 
% THE FIRST ZOMBIE 

After disturbing him from 
gorging on the entrails of poor 
Kenneth J Sullivan, the player 
géts @ warts-and-all close-up of 
Resident Evil's first ever zombie. 


r toses his armour and is 
ission in 
iphasisng 
the feeling of vulnerability. 
Thankfully, Capcom didn't do é 
ammando 


THE REVENGE 
OF SHINOBI 


*® JOE VERSUS 

BATMAN AND SPIDER-MAN 
The sequel to Shinobi saw Joe 
fight not one but two comic 
book heavyweights in an 
unsanctioned battle set up by 
Sega and... well, just Sega. 


jar thing 


5 tke playing an 


interactive cartoon! 


STRIDER 

®% DOWNHILL RUN 

Strder’s dovenhill run remains 
one of the most exhilarating 
moments in any videogame. 
Beautifully paced to the 
soundtrack, Strider runs down 
@ mountainside, explosions 
biting at his heels, before 
effortlessly cartwheeling over 
a large chasm. Breathless. 


it's @ magni 
needs to be fully apprecia 
the | off and th 
up. Trance Vibrator 


R-TYPE 

® LOOK AT THE 

SIZE OF THAT THING! 

While meeting Dobkeratops 
sticks in the memory of many, 
R-Type’s third stage really left 
an impression. The entire level 
is one epic battle against an 
enormous mothership. Many 
have emulated it since, but 
lrem nailed it 


your doppeigange:, 
re thwarted by an opponent 
9 can read your every move 


dark twin. 


MANIC MINER 
% GETTING THE BOOT 

The Monty Python-styled boot 
that crushes poor Willy when 
he runs out of lives. Surreal 
British humour at its best. 


The first time you w' 


OVER HEELS 

%® FRIENDS REUNITED 
Fighting through all manner 

of devilishly tricky screens 

and finally uniting Head and 
Heels, only to realise that you'll 
have to continually split them 
up at specific points to properly 
finish the game. 


meOELVEFPOPER 


| HIGHLIGHTS 


meOEVELOPER 
HIGHLIGHTS 
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Being an Influence 


WAVE RACE 64 

® AMAZING WAVING 

Lots of games feature 
impressive physics, but rarely 
have they been as convincing as 
Nintendo's Wave Race 64. Not 
only are you battling the other 
racers, but you're also fighting 
the very eements. 


moments 


your Lerr 


WANTED: 
MONTY MOLE 


%® ARTHUR SCARGILL BOSS 
One screen away from escaping 
with his coal, ready for the 
approaching winter, all that 
stands between Monty and the 
threat of hypothermia is NUM 
leader Arthur Scargill. Who says 
games aren't political? 
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TETRIS 


® MAKING BEST 

USE OF A 1X4 BLOCK 

Slotting said block down a 
well-organised wall and causing 
four horizontal lines of bricks to 
vanish for maximum points. 


his pocke’ 
capable 

CUS Danas 
rorid of Syndicate 


SUPER MARIO 
BROS 3 


® FLYING PLUMBER 

Super Mario Bros 3 introduced 
a host of new powers for Mario. 
The coolest of which was the 
Super Leaf, which dressed 

him in a fetching raccoon suit 
and gave him the ability to 
momentarily fly. 


The opening of Half-Life was 2 
erdass | 


Arrivi 


given a 
workplace, 


GUNSTAR 
HEROES 


%® THE DICE ROOM 

Gunstar Heroes is loaded 

with inventive, action-packed 
levels, but the Dice Room is the 
standout, taking on the design 
of @ board game where the bad 
spaces on the board whisk our 
heroes to deadly chambers and 
barmy boss battles. 


OO 
FOO 
Fmooo 


= BB 
FOOOOR!: 


JO 8 BAAR Oo 


DEVEUOPERSHIGHLEIGHTS 


BRENDAN GUNN 


the Commodore 64. One night | was hunting down 6 Russian chopper 


i" My most memorable gaming moment was playing Gunship on 


that kept disappearing behind hills. | saw it duck behind one hill in 
particuler, and | decided to sneak round the other side. As | approached, the 
chopper popped up over the crest and pumped a couple of missiles at me 


from close range. There was nothing | could do. | released some chaff 


out of desperation, but | knew it was too late, The miss 
suffered a total power cut, leaving me in both darkness and shock. | 


almost thought | was dead for real. 


hit, and | 


READER|INONERTS 


Readers share some of their all-time favourite gaming moments 


Halo: Combat Evolved. The massive 
end battle between The Flood and 
the Covenant. What shocked me 
wes that | was effectively the last 
human on the planet and had been 
forgotten about, as The Covenant 
now just cared about fleeing from 
the perasite. It dawned on me 

that | was completely and utterly 
alone, and, for the first time in a 
videogame, | was no longer the 
focal point of the world | inhabited. 


Playing GoldenEye 077 in 
muttipleyer was absolutely fantastic 
fun, The clothes gradually get 
soaked with blood and turn red, the 
walls and scenery get shot to pieces 
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and stay that way for a short while. 
Brilliant detail, 


Getting my Atari VCS with Space 
Invaders when | was 9. The idea of 
having Space Invaders in your own 
home was unimaginable! 


Ned Langm 


ice Cream! Ice Cream! surely the 
most iconic SFX sample of the 90s. 
m Fitehe 


| used to enjoy taking Lara Croft 
to the highest point of a level, then 
swan diving down to a satisfying 
bone-crunching demise. 


Rapidly-greyin 


JEVEUVOPER 


HIGHLIGHTS 


SIMON BUTLER 


One of my favourite moments was loading up Knight Lore for the 
¢ very first time. | know this probably seems like a safe and clichad 
choice, but | had waited so long to play it and read all the previews 
and snippets in the magazines of the time. | remember | ran out on my lunch 
break from Denton Designs on the day of its release, bought copy, and 
hot-footed it back. As usual, those damn things never loaded as fast as 4 Fi 


one would have liked, but when it did | was just gobsmacked. Sure, I'd 
seen isometric in Zombie Zombie and 3D Ant Attack (two faves), but 
this just had something special. 


meOEVELOPRPER 
HIGHLIGHTS 


3D ‘Fimation 


Knight Love's 


1a alone 
suffered 


put to 


ROBOCOP 

® SHOOT BETWEEN 

THE LEGS! 

It let you shoot a violent pervert 
straight in the gonads. 


been running 
Pirates and being 


ANT ATTACK 
® ANT HARM 


Wandering the mesmerising 
isometric world of Antescher 
was a marvel in itself back in 
1982. There was a sense of 
urgency to your mission, though, 
as 8 young girl or boy was 
waiting to be rescued from the 
many giant ants that surrounded 
them. Getting your charge to 
safety remains one of the most 
satisfying moments of any 
videogame, 


One minute you're on” 
ching 
the next 
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STEEL 
BATTALION 


® EJECT, EJECT 

While starting up your mech in 
Stee! Battalion is a memorable 
moment in itself, it's the sheer 
panic from reaching for and 
trying to activate the eject 
button that really lingers in the 
memory. Fail to hit it in time and 
your save is wiped, dumping 
you back to the start 


with all 
yet an 


vediing 
er evil Dut very clever 


insanity effect 


STREET 
FIGHTER III 


® THE DELIBERATE PARRY 
Anyone can parry by accident, 
but the sense of satisfaction you 
receive when you purposely 
pull one off is one of the best 
feelings around, 


RETRO GAMER COLLECTION is 


maOEVELORPER 
HIGHLIGHTS 


DEVEVOPERFHIGHLIGHTS 


TRIP HAWKINS 
My favorite moments have always involved socal play when casual 
{ c players have been able to beat me in one of the games that | designed. 
They are so thrilled when this happens! | designed 8 casual social 
game for the 3D0 called Twisted and was playing it with family members 
including my kids and their grandfather. You need to advance 100 steps up this 
staircase and | was on step 99, guaranteed to win on my next turn. But one of 
the plot twists is 6 move in which the leader must trade positions with the 
last-place player, The kids and the grandfather were astounded when he 
suddenly jumped from dead last to first and won the game, beating me when 
they all thought I had an insurmountable lead. They were all jumping 
around the room, waving their arms and tsughing and shouting, and 5 
grandpa was beaming with delight. Aren't games wonderful? 
es Pa 
| 
J 


+ t- ‘- ; <a 
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IK+ 

%& TROUSER PRESS 

Pressing ‘T’ in Archer Maclean's 
superb karate sequel. Still makes 
us laugh now. 


GOLDENEYE 007 
® ONE-HIT KILL 

Making a mad dash for the 
Golden Gun and using it to get 
one-hit kills in Rere’s superb 
multiplayer game. 


points for jumping up from your 
seat, shout! ‘Wie 


MORTAL 
KOMBAT 


® FINISH HIM! 

From separating your 
opponent's head and spine 
from their body, to pulling out 
their still-beating heart, Mortal 
Kombat's satisfying ways to 
humiliate your mates after 
kicking their arses. 


that GIA Iliv 


n't just 
playground 


IKARI 
WARRIORS 


® DRIVING THE TANK 


From Halo's Scorpion to Metal 
Slug’s SV-001, tanks are the 
most empowering vehicles in 
videogames. For many, their 
first experience of jumping in 
and out of one came here 


WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES 


wv off their 
ing players to be 
J of the world and 


in the head of 


nding at the opposite 


KILLER 
INSTINCT 


® KILLER COMBOS 

Street Fighter If had dazzling 
special moves, Mortal Kombat 
its Fatalities, and Rare’s Killer 
Instinct franchise was all about 
stringing together a ludicrous 
number of punches and kicks, 
while your annoyed mate 
threw down the SNES pad and 
used the time until the combo 
finished to put the kettle on. 


aler 


mous Short o 
y it could be put 


NIGHTS INTO 
DREAMS 


® THE LEAP OF FAITH 

The leap of faith at the 
beginning of Twin Seeds is said 
to represent Elliot and Claris 
discovering their inner courage. 
Taking to the skies, they are 
finally prepared for the final 
battle with Wizeman. 


THE RAPPER 

® THE FINAL RAP 

It's a combination of neat 
semi-freestyle solo rapping, a 
catchy song and a club full of 
flat animals getting behind your 
rhythm -action skills that makes 
this one of the most uplifting 
moments in videogames, 


Frantically running around the 
v * junde: Sabre Wilf 
and yelping 


encour’ 


should that be "Wulf 


FEUD 
® CAT AND MOUSE 

Picking herbs might not sound 
exciting, but when your evil twin 
is doing the same thing in order 
to make the best spells, the act 
becomes an amazingly tense 
game of cat and mouse. The 
sense of panic you feel when 
discovered by Leanoric is only 
matched by the sheer triumph 
that comes from turning the 
tables on him. 


collect paint drops 
world to its 


DRILLER 

® TAKING IN THE SCENE 
Painstakingly cravding around 
the huge moon of Mitral 

and realising that you were 
experiencing something 
seemingly inconceivable on 
your humble 8-bit micro. 


Depending ask 


ending of f 


the 


either 


voting more 
2f5 playing 


AXELAY 


® ENTER WAYLER 


Watching Wayler menacingly 
appear from a pool of lava for 


the first time. Look out for his 
giant, crushing hands! 


$ come quickly and 
im Andromec 
One of the 
momen 


though, comes 


BULLET HELL 

%& STAY ON TARGET 

tt doesn't matter whether it’s 

an early example of the genre 
like Batsugun or more recent 
example such as Deathsmiles 
or Mushihime-sama Futari, 
nothing beats the satisfaction of 
successfully weaving through 
your first bullet pattern. 


Atan 260 


SUPER MARIO 64 
® BYE BYE BOWSER 

Grabbing Bowser by his tail 

and spinning him around until 
you send him into the ether. 


4d Man. The 
nt this huge, im) 
eeled his 


nto the 
dread 


rena, a fe 
and awe hit the player 


SHENMUE 
® RUMBLE IN THE DOCKS 


Part of the epic finale to 
Shenmue sees Ryo calling upon 


DEVELAREA TETLiES 


introduced my son to the world of videogames. At the age of around 
five, my son, Edward, was watching me play Ocarina Of Time. | decided 
to hand him the controller and show him what happened on the screen when 
you moved the thumbstick around and pressed the buttons. Within a few 
minutes, he was running around, climbing ladders and jumping off cliffs. t was 
8 proud moment 
After a while he became bored of the repetition and threw the controller on 
the floor. The impact must have loosened something inside the controller and 
| watched in horror as the pause menu flashed up and started rapidly selecting 
my saved game slots, | pulled the controller from the N64 but it was too late; 
before | could get to it my entire progress was deleted. | was mortified. | had 
been playing that game for weeks and it was gone in a matter of seconds. My 


son then continued to play with his toys. 


¢ é My favourite gaming moment was around ten years ago when | 


| ditin't play Ocarina Of Time again until last year when | bought a 
3DS and | have been thoroughly enjoying it the second time round 
Edward, now nearly 16 years old, doesn't get near it 


maeOEVELOPER 


| HIGHLIGHTS 
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all the martial arts techniques 
he's learnt to fight 70 memt 
of the Mad Angels gang. Ye 
70. It’s an action-filled climax, 
with completion of the game 
unlocking @ time-trial version of 
the battle. 


WHERE TIME 
STOOD STILL 


* PTERODACTYL SNATCH 


ho wouldn't want to fight Iron 
Mike, especially in 1987? What, 
no one? Well, Nintendo offered 
the chance when it made him 
the final boss in the NES version 
of Punct-Out!!. Not only c 
he floor you in a single punch 
but defeat at his padded fists 


ended in ant game over. 
No press 


ure, then 
SINISTAR 


® SINISTAR, OF COURSE 


sy the game gradually 
ed up until there v 


annoying invader left proved to 
be mple but effective way to 
ramp up the tension 


MANIAC 
MANSION 


® MICROWAVING 
THE HAMSTER 


In terms of attrac 
few have by 


1e and 

e Of Soul, 
bumps. The 
bad either 


STREET FIGHTER 
II: THE WORLD 
WARRIOR 


® NOT YOUR 
JAL FIGHTERS 


opening 
catchy 


Adventurers who went exploring 
in the dark ran the risk of getting 


CSF OL AL SL tL fo et 


mht ont eet wet ermine eptiee ry 


“a 


C= to: 
A 4000-004 
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READERINONENTS 


Readers share some of their all-time favourite gaming moments 


In Tomb Raider when you are in 
the sphinx room and you climb 
up onto it and then suddenly 
the camera zooms out and you 
see how vast the cavern is. 
Really breathtaking. 


Thurstan Johnsto 


The first time you combine Head 
and Heels and not wanting to 
separate them later, even though 
you have to in order to continue 
with the game, 

Shawn Pomeroy Habib 


Stepping out of the grey, 
claustrophobic pizza that is Midgar 


into the green expanse of Gaia in 
Final Fantasy Vil. 
Simon Boott 


Jumping atop Yoshi for the first 
time in Super Mario World with that 
awesome sound effect. 

Tim Fitches 


Acquiring Epona in Ocarina Of Time 
and jumping over the fence to the 
rousing symphony of an orchestra. 
What a beautiful moment 

Lee Beardsmore 


SNAAAAAAAAAAAKE!! 
Kartos 


Load Hew Commander 


eaten by & sinister presence 
known as the Grue. You're left 
to fill in the violent and bloody 
visual blanks of what happened 
when he caught you. 


It's impressive enough just 

seeing Cobra Mk III rotating 
maj aly in Sj » for the first 
time, but just you wait untl you 
attempt your first dock. It’s ane of 


FRACTALUS! 

& THAT'S NO PILOT 

Getting scared witless by a 
Jaggi won't be an experience 
forgotten in a hurry. 


The name of the game is 
something of a giveaway, but it’s 
not wntl you take a nde an your 
first flying b of Ourden that you 
realse just how vast the world of 
Warcratt actually is 


ZELDA: 
OCARINA 
OF TIME 


® I'M IN A WIDE OPEN SPACE 
it remains an obvious one, 

but stepping out onto Hyrule 
Field for the first time. The 
sheer size and the realisation 
that you can pretty much go 
anywhere you want remains 
unmatched by any similar game, 
Zelda or otherwise. 


Chasing efter 

bad guys in your 
modified Porsche 

is fun enough, but 
finally ramming tem 
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most exhilarating experiences 
the arcades could offer. “Let' 
Mr Driver!" 


SILENT HILL 

% SHUT THAT DOOR 

Silent Hillis a franchise full of 
powerful moments, but few 

can match the sheer guilt you 
feel after leaving Lisa to die a 
lonely death. As she begins to 
understand what is happening 
in the world around her, she 
starts to bleed and a frightened 
Harry pushes her away and bars 
the door, As you listen to her 
futile pounding against the door, 
you realise that you're just as 
much of a coward as Harry is. 


Ht might 


@ been the first 
game ture ‘bullet time’, but 
never it been cooler than in 

fax Payne. The best thing about 
it? No matter how often you use 
the feature, it's stil as amazing as 
the first time. 


PILOTWINGS 

% HANG GUDE HEAVEN 
That feeling of serenity as you 
fly through the Mode 7 skies 
was emblematic of what the 
new hardware could do. 


For what seems inconsequential 
at the beginning of the game. 
choosing your first Pokemon 

is a massive deal. You build 

@ personal bond with them 
throughout your adventure that no 
other game can match 


UAKE 
ROCKET MAN 
Pulling off your 
first successful 
rocket jump without 
killing yourself. 
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TYRIS FLARE 

This sexy Amazonian fighter 

is a tem favounte with players 
due to her excellent fire magic 
and extremely flimsy clothing. 
Like her companions, she has 
felt the wrath of Death Adder — 
both her parents were killed by 
him — and now seeks revenge. 
She wields a long sword with 
deadly precision, 


ega’s Golden 
Axe was first 
unleashed in 
arcades in 1989, 


DEATH ADDER 

Current owner of the mythical 
Golden Axe and currently 
ruling Yuria, Death Adder is 
one mean dude. He has the 
King and Princess in bonds 
and sits behind a huge army 
of enemies. Rumours suggest 
however, that he's not the real 
mastermind behind the taking 
of Yura 
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CREOITS ¢& 


PUSH 22 START 
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Gollan Axa’s biggest draw at its tene of release was tha fact that 

it was so different to other beat-‘em-ups of the time. Inspired by hit 
Eighties films like Canan The Barbarian and The Sword And The 
Sorcerer, its distinct fantasy setting was 4 world away fram the 
many urban brawlers that were available, which made it immediately 
stand apart from its peers. Evan today, that fantasy satting can still 
draw you in, presanting you with vicious mansters, wandraus magic 
attacks and some immense bosses to fight. It’s a little clunky, sure, 
but it remains a hell of a lot of fun to play. 


CREHITS 7 
7 


One of our favourite aspacts of Golden Axe is the degree af 
imagination and variety that has been packed into its clever level 
design. The fantasy world Sega created may barrow heavily from 
many different movies of the time, but they stl manage to be filled 
with plenty of enagination. While Turtle Village is a particular 
highlight, @'s the lavel that sees the heroes battle across tha back of 
a giant eagla that remains the most memorable. Packed with deadly 
skeletons, feathers continually fly past the screen, giving a wonderful 
sonsation of speed, as you battle against the undead foes, 


Golden Axe was released an a variety of 8- and 16-bit computars. Al 
are pretty solid, The 86-bit effarts are decent, with the C64 version 
receiving an impressive 96% back in issue 67 af Zzap/64, The Amiga 
and Atari ST conversions are also of a high standard. By far the best 
though is Sega’s awn conversion of its hit coin-op for the Mega 
Drive. in addition to baing extremely faithful to the anginal coin-op 
alsa boasts a number of extra features, including Qual moda and an 
additional two levels, including a climatic fight with Death Adder's 
mentor, Death Bringer. 


BEST BOSS 


BEST CHARACTER 


There are a number of memorable basses found throughaut Golden 
Axe's running time, but Sega definitely saved the best for last. Huge 
in stature and wiekling the fabled Gokden Axe, Death Adder cuts an 
imposing figure. Protactad by minions, including some extremaly 
vicious skelatons, he’s a dab hand at combat, affortlessly swinging 
the huge axe, vile using devastating magic ta take out thase wha 
stay out of range. He's also extremely tough, taking 8 massive 
amount of punishenent before he frally gives up the titular axe, which 
thes spectacularly through the air before landing in his chast. 


CREDITS 


4 
Puanw 2P START 


12. 


He may be small, but Gilius Thunderhead is our favourite character 
in Golden Axe. He's obviously a firm favourite with staff as well, as 
he features in all three Mege Drive games, as well as the underrated 
arcade game Golden Axe: The Revenge Of Death Adder, and has 
popped up in numerous other Sega games including Shining In The 
Darkness, Aten Storm and Sega Superstar Tennis. Fast on his feat 
and armed with a deadly double-headed axe, Gilius’s lightning magic 
takes less time to charge, while his special attack gives him huge 
teach, In short, he's the perfect choice for solo play. 


Bagh 
Cal 


BEST MOMENT 


Kicking pixies in the arse ta maka tham relinquish potions, jumping 
on the many bazarians and using them as mounts, and successfully 
taking down yaur first skeleton are all memorable highlights af Sega's 
excellent beat-em-up, However, the most impressive moment by far 
occurs whenever you unleash magic attacks on your hapless victims. 
Tymis Flare's magical attacks may require a larga number af potions, 
but the effects are definitely worth it. Build har meter up to full and 
you'll be rewarded with a huge dragon whose fiery breath decimates 
all but the toughest of bosses. 
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§ t's summer 1966 and a young 
| Nolan Bushnell, sporting 
sideburns but no bushy beard yet, 
is strolling through the Lagoon 
Amusement Park in Farmington, 
Utah, He's manager of the games 
department, working there to help 
pay his way through university. He 
smiles at the rows of pinball tables 
and electro-mechanical machines, 
guzzling coins from eager players. 
Back at the University of Utah, 
Nolan is up late, playing Spacewar! 
in the computer lab into the early 
hours. The game, created by Steve 
Russell and friends at MIT in 1962, 
has two starship commanders locked 
in a deep space dogfight. It’s a big 
hit on campus. And suddenly, a 
connection is made.. 


“| turned to the fraternity 
brother | was playing against 
and said: ‘This is a great game! 
We could get people to put a 
quarter in to play this at Lagoon!’” 
exclaims Nolan, “I envisioned a 
row of screens running from a 
central Computer, each with 
8 coin slot, Then we looked 
around us at this million 
dollar computer and thought, 
‘Mmm, we've got a long way 


It wouldn't be until the next 
decade that, as co-founder 
of Atari, Nolan would see 
his vision of aisles of arcade 
machines realised. For now, the | 
prohibitive hardware costs — 
Noisn estimates even the 


is 
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display screens cost $20,000 — meant &- 
his videogame dream would have - 
to walt. He graduated in 1968 and 
r joined Ampex, a prominent American sae +ettee 
electronics company and pioneer in . — aly! 
be audio and video technology. Sad as = 
a “I'd worked at Ampex for about = 


a year, and as an engineer you get 
all these trade magazines,” explains 
™™ Nolan. “There was an ad in there that 
alertad me to the Data General Nova 
computer. Up to then, minicomputers 
were like $40,000, and then this 
comes along for $4,000 and I'm like, 
‘Woah, this might be good enough!" » 
Nolan eagerly sent away for 
the manuals to this breakthrough 
machine and began making paper 
designs for a Spacewar! setup with 
four screens running from a single 
computer. With four coin slots 
collecting quarters, he hoped it could 
earn enough to pay for the high 
initial hardware costs and become 
a viable proposition to sell, not to 
bars, but amusement parks. “I told 
J everyone at Ampex | was working on 
a videogame,” smiles Nolan, “and 
they all thought | was loony.” 
Weill, not quite everyone. Ted 
Dabney had joined Ampex in 1961, 
working in the military products unit 


for six years before transferring to 
the Videofile division in Sunnyvale, 
California. “I shared an office with 
Nolan and he took me over to 
Stanford to look at Spacewar!,” 
recalls Ted. “I thought it was great... 
if you had a big enough computer! 

I didn’t know if he was mad or 

hot but | thought it was something 
worth trying.” 

Ted and Nolan teamed up with 
programmer Larry Bryan, who had 
access to a PDP computer and was 
to be responsible for the coding, and 
they began calculating how many 
games they could run from one 
computer. “We concluded there 
was no way it was going to work, It 
just wasn't fast enough,” notes Ted, 


— -_ 


a 


“Plus Larry never got anywhere with 
the programming.” 

“The cycle time of the machines 
was simply too slow to support 
multiple screens,” agrees Nolan. a 
“Things like drawing the rocket ship 


« 


661 told everyone | was working 
on a videogame and they all 
thought | was loony 99 


NOLAN HAD THE LAST LAUGH, THOUGH... 


still took @ fot of computer time. We'd 
gone down from four, to three, to 
two screens, An electro-mechanical 
game cost around $900 and I thought 
we could charge a little more than 
that, but not $3,000 a screen! The 
economic proposition was gone...” 
And so the quest to bring 
videogames into the arcades almost 
died with the Sixties. Then, at the woe 
start of the new decade, there came burt 


COMPUTER 
SPACE 


NA-2010 


# Tha onic ci . 
be onc Computer a Nolan he giiveasa 
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w Cove Redsion. We phweys Thougrt he hed o itis thing 
Wath har but we mevar knve for susie.” fe 


RETAD GAMER COLLECTION | a3 


The Making Of ass 


it into a workshop, where he began 
tinkering with an old telly and off 
the-shelf components bought from 
electronics stores. 

“| started by figuring out how 
to move something on the screen, 
It took me quite a while but finally 
I got these counters to do what! 
wanted them to, so you could change 
therm by one bit and get very siow 
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-—_ oll = +4ttee 
screen, the project was suddenly 'eeena. 
back in business. There was just one + +.5* om 
problem: the circuitry didn’t exist. 
So, in 1970, Ted moved his daughter = 
out of her bedroom and converted = + 


- 
outline of your craft. Each dot you 
saw on screen corresponded to a 
discrete diode on a circuit board 
inside the machine. These were 
arranged in a matrix, one for each 
direction the rocket ship could face. 
“What Nolan did was pretty smart,” 
chuckles Ted. "He created the diode 
matrix and just before it went into 


. 46 | got a little square moving on 
the screen. Nolan said: ‘Now we 
need a rocket ship!’ 99 


-_ => 


an epiphany. Ironically, a game called 
Computer Space only became a 
reality when one key component was 
removed — the computer. 

@ “Nolan's a smart guy and he 
was dicking around with a TV set, 
adjusting the vertical and horizontal 
hold and seeing the picture move," 
Says Ted. "He asked me why that 


TED JOINS THE DOTS... 


movement of a little square on the 
screen or by two bits and get faster 
movement. The next thing was, well, 
what are you gonna move? Nolan 
said: ‘We need a rocket ship!” 

The ship you command in your 
quest to outgun flying saucers intent 
‘on your destruction was fashioned 
from a series of dots, forming the 


production, he laid it out on the board 
in the shape of the actual rocket ship, 
so if you had a problem, you could 
easily figure out what part wasn't 
working properly.” 

“Rotating the rocket was tricky,” 
adds Nolan, “but the eyeball is quite 
forgiving. The dots are changing 
position on a 16x16 matrix and the 
places you put the dots aren't quite 
right, but by having the separation 


™ ha 8. | explained i | - 

ioe re Ls tohim and : e of the dots, your eye kind of fudges 
DEVELOPER Wi , use this?’ | said: = it and says, “Yeah, this is the same 
HIGH fell, we'd have to do it digitally Beane 

IGHTS because with analogue we wouidn’ - ++ racket ship... 

fate : : int ear ree Now, we ail know that in space 
PONS gery any control.’ | explained we'd ‘seen no one can hear you scream, but 
YEAR: Se need 8 counter for the syne and H sath blasting alien scum wouldn't be half 
re ete? one for the video and let the video An 
je a RACE counter change in respect to the syne - - = 
vee Jp counter. He said: ‘Could we do that?’ = 
ISAAC AS: | didn't know yet...” — = 
PRESENTS SUPER QUIZ By replacing the expensive a 
SYSTEM: ARCADE computer with circuitry built from 
r : A ~ 7 
CHUCK E CHEESE EXCLUSIVE) cheap electronic components aa 
YEARL IO that could display and manipulate 
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images on a standard television 
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= as much fun if performed in silence, 
Cleverly using a 6V Zener diode, a 
"voltage regulating device that just 
-_ happened to give off pink noise as it 


did its job, Ted added a little amplifier 
and an integrator that charged up and 
: decayed to fade the volume out. “t 
built the sound circuits and motion 
circuitry,” he says, proudly. “Then 
Nolan made them into a game.” 

At this point, we're profoundly 
aware that we are talking about a 
geme that, despite its huge historical 
importance, most of you have 
probably never played. Coming 
from a time before arcade machines 
used microprocessors, there is 
no ‘code’ for the usually helpful 
MAME to emulate, so unless you 
live near the Funspot arcade in New 

me Hampshire, which has an actual 
machine in its classic games room, 
may Wwe recommend the convenient 
= ‘simulator’ found at www. 
Somputerspacefan.com, an excellent 
site that also catalogues the location 
of ail surviving cabinets, 


- Once you've spent some time — 


trying to blast those pesky saucers 
while dodging their bullets within 
a strict time limit, we think you'll 
notice several things. Although 
Computer Space is clearly inspired 
by Spacewar!, it is certainty no 
clone. It's a single-player game, for 
a start, and there’s no central star 
exerting a gravitational pull either. 
We also think you'll be struck by the = 
difficulty. Your ship is in perpetual 
motion, which may adhere to the 
laws of physics in outer space 
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but proves rather inconvenient to 
Asteroids players, used to their ship 
slowing down and stopping if you 
leave off the thrust. This is further 
compounded by the deadly accuracy 
of your flying saucer foes. Why did 
Nolan seem intent on killing the first 
generation of videogame players with 
such regularity? 

“The idea it was too hard never 
crossed my mind," he laughs. “All 
my friends loved it, but then all my 
friends were engineers. It wasn’t until 
we put it into a beer bar and people 
were totally baffled that we thought 
maybe we've overshot our mark! As 
for making Computer Space a one- 
player game, the coin-op industry 
was based around solitary game 
players. | mean, Bally turned Pong 
down because it was two-player!” 

With the game elements starting 
to come together, Nolan decided 
to present his idea to Nutting 
Associates, The California-based = 
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company had had considerable 
success in the coin-op industry with 
Computer Quiz, but with that product 
reaching the end of its commercial 
life, it was eager for new machines 
to manufacture. “| don’t think they 
really understood what & videogame 
was, but they thought it sounded like 
a capital good idea,” Nolan winks. 
“I'd only really got dots on the screen 
but | presented myself pretty well as 
an up-and-coming smart boffin ~! 
was speaking British for you there - 
90 they hired me as chief engineer, 
| left Ampex and was working for 
Nutting in the day, helping them 
finish up some projects, and at 
nights | was working with Ted on 
Computer Space. | specified in my 
contract | would retain rights to ail 
the videogame technolagy, though.” 
The Computer Space circuitry 
had been coming together nicely, 
thanks to some assistance from 
an undergraduate on placement 
at Ampex by the name of Steve 


eaBristow, and now that he had a 


position at a major player in the 
coin-op business, Nolan was 
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understandably enthusiastic about 
his groundbreaking project to bring 
Spacewar! out of the computer 
lab and into the arcades, Then 
he received some startling news, 
Someone else had had just the 
same idea. 

As a student at Stanford in the 
mid-Sixties, Bill Pitts had been 


had this suspicion that no one would 
have worked out how to do it as 
cheaply as | had. They had one in 
the coffee shop st Stanford, using a 
PDP-10, I think, | thought they’d done 
2 great rendition of Spacewar!, but | 
did & quick costing and thought, ‘This 
is no competition.” 

Nolan was right on both counts, 
Galaxy Game was far more faithful 
to the source material, but due 
to basing their machine around 
an actual computer rather than 


$664 When we put it in a bar, 


people were totally baffled 99 


NOLAN UNDERSTANDS THAT COMPUTER SPACE (SHARD ENOUGH WHEN YOURE SOBER 


similarly entranced by Spacewar!. 
After graduating, he teamed up with 
school friend Hugh Tuck, whose 
hardware know-how and family 
money nicely complemented Bill's 
software skills. By the summer of 
1971, their version of Spacewar!, 
entitied Galaxy Game, was almost 


ready to meet the public, when Nolan a 


heard news of the project. 

“Thad some trepidation when | 
went over to see what they were 
doing,” acknowledges Nolan, "but | 
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custom circuitry, it was hugely 
more expensive at sround $20,000 
in total and considerably more 
unreliable. Though it could never 
hope to recoup its cost in quarters, 


. 


“history of videogames, or visit the 
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Galaxy Game beat Computer Space » + 
to market by two months, debuting ++" "++ = 
in September 1971, and thus has = ' fg Sy ange, 
the honour of being the first arcade ++ 
videogame. That original machine “rai 


was replaced by a superior version November 1971, with bath proud = ™ 
the following year, utilising a PDP-11 parents accompanying their baby. 

that supported two play screens “Ted and | took it over in the 
simultaneously, which remained in back of my station wagon, and as 

situ at Stanford's Tresidder Memorial soon as we plugged it in, there 

Union throughout the Seventies. was an immediate cluster around 
For more on this innovative oddity, the machine and play after play, 

see chapter two of Replay, Tristan enthuses Nolan. "We were convinced 
Donovan's wonderfully readable we had a major hit on our hands, But 
you see, the bar was a hangout for 
Stanford students, all smart as hell. 
Lots of engineers and maths and 
physics majors. Newton’s second 
law wasn't a big problem for them! 
We put it in another few places and 
you could best describe the clientele 
as bimodal. They had no clue about 
what was going on. They'd say: ‘I 
can’t contral this thing. How do you 


machine itself in its new home at 

the Computer History Museum in 

Mountain View, California. . 
Undeterred, even encouraged by 

the appearance of this unexpected 

tival, Nolan pressed on, with 

Ted joining him at Nutting and 

proceeding to build a prototype 

cabinet ready for field-testing. The 


game debuted at the Dutch Goose make it go right and left?’ | remember 
‘bar in Menlo Perk, California, in trying to teach people about the 
—_ thrust control and it just wasn't part 
of their DNA.” 
io ras Worse still, the less cerebral A 
rar crowd seemed to have taken the 
' Se = frustration out on the machine. 
+ 
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The prototype cabinet featured a « 
joystick-cum-trigger controller, which 
Snapped after 8 single day out in 
the field. For the version put into 
production, four buttons were used 
instead — rotate left, rotate right, 
thrust and fire — which may have 
bemused tipsy punters but was at 
least able to physically withstand 
their drunken advances. 

More pleasing to players was the 
Stylish cabinet the game sat within, 
“Form follows function,” states an 
Nolan. “This was 3 space game and 
$0 should have a space age cabinet. 
' made a model from Plasticine. | had 
a little bit of plastic for the screen and 
a piece of wood for the back, and 

moulded it to that shape. Ted found a 

fibreglass guy who figured out how 

to make it into the cabinet. | sent my 
model to the manufacturer and they 
scaled it up,” 

Fortunately, this didn't result in a 

Spinal Tap Stonehenge-style fiasco, 

and around 1,500 ~ although Nolan 
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= = thinks the figure may have been 
= we «2S high as 2,200 - of the futuristic- 
= looking Computer Space machines 
. were manufactured, 
And the game flopped. Well, that’s — 
o = What the received wisdom seems to “SHuen poss with aaammving Compute Spice coblewt of which |iess than VO are rca me 
é at pA Say waconclude. We wish to challenge this = 
$$ =e notion. The sales figures may have = 
++ been dwarfed by future hits like Pong Andy Capp’s Tavern, it sat next to a + 
and Asteroids — which, you could Computer Space cabinet, convincing 1 pa pa ih = 
.. Pd Nolan that, in gameplay terms, +++ 2 
3, . ry 
46 |'m treated like a rock star. It’s “= ~ 
= . : 
ste been 40 years coming and | love it!99 
TED DABNEY IS LIVING PROOF THAT GOOD THINGS COME TO THOSE WHO WAITIN THE GAMESINDUSTRY — = 


@ argue, was a spiritual successor — 


but at the start of the Seventies, a 
Successful pinball table would only 
sell around 2,000 units. It provided 
an income stream for Nolan and 
Ted, which helped to fund the Pong 
project. Indeed, when the very 

first Pong prototype was placed in 


simplicity was the key to success. 
!t was a philosophy that he and 
Ted would adhere to when they 
left Nutting and formed Atari the 
following year, thus kick-starting the 
whole videagames industry. 

“L felt this was a medium, 
not just a product,” says Nolan. 
“Remember, there were more games 


+ ett ++ on the computers at university than 
(eeee8 “Se Spacewarl I'd done a game called 
+ + 57 + = Fox And Geese, there was 8 baseball 


game... people were programming! 
| was very happy with Cornputer 
Space. When you create something 
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with your hands as well 4s your mind, 
it has a special place in your heart. 
While Nolan went on to gain 
fame and fortune with Atari, Ted 
left the company in 1973, after an 
acrimonious falling out with his 
former friend. His crucial role in those 
early days of the games industry 
went unacknowledged for years, 
but recently, due to the efforts of 
games historian and author Leonard 
Herman, among others, the situation 
is changing. 

“| don't give a diddly-squat about 
games,” laughs Ted, “but getting 
this recognition is fantastic. I'm 
treated like a rock star. It's been 
40 years coming and | love it!" 
————_—_— 
Thanks to Marty Gokiberg and Jerry Jessop 
for their help with this articie. 
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BRISTOW 


placements at 

Ampex while 
studying at the University 
of California at Berkley 
in the late Sixties and 
early Seventies. He later 
followed Nolan to Nutting 
Associates and worked on 
the two-player version of 
Computer Space, before 
moving to Atari, where he 
stayed until 1984, 


lis 
ALCORN 
was a 
colleague of 
Nolan and 
Ted's at Ampex and 
was one of Atari's first 
employees. He created 
Pong, which became 
the first major hit for 
coin-op videogames. He 
stayed with Atari into the 
Eighties, working on such 
successes as the home 
Pong and the VCS. 


ARCHER 
MACLEAN 
has been in 
the games 
industry for 
over 30 years, creating 
such home computer 
hits as Dropzone, IK+ 
and Jimmy White's 
Whirlwind Snooker. He 
also restores arcade 
cabinets and, among his 
large collection of pristine 
machines, is a beautiful 
blue Computer Space. 


* 


4 Nolan was my 
supervisor at Ampex 
and he had me working on 
some prototype circuits, 
which turned out to be 
portions of the memory and 
motion controller boards for 
Computer Space. | saw the 
schematics for the game in 
the office he shared with 
Ted and | saw pieces of 
the prototype in a more 
assembled form when | 
visited them at Nutting. | 
first saw the production 


4 4 | first saw Computer 
Space when Nolan 
and Ted invited some of 
their Ampex friends over 
to Nutting. | thought it was 
an interesting machine but 
didn't expect it to be a great 
success. When | came to 
work on Pong, Nolan gave 
me 2 set of schematics 
for Computer Space, but | 
really didn’t use them, as 
they were drawn in a style 
that made it difficult to 
understand. We discussed 


4 | was hunting for a 
Computer Space for 
ages, and eventually one 
came up on eBay about 
12 years ago. It was a bit 
dead and had a large foot 
sized ‘kick’ hole on the 
lower front. This didn't 
put me off as | believed 
| had the electronics skills 
to sort the PCB out and 
my mate John is an expert 
at candy-apple sparkly 
paint sprays on Sixties- 
style fibreglass beach 
buggies! When it arrived, 


version when | started 
working at Nutting in March 
of '72. Production was just 
starting in earnest and! 
was the only person who 
troubleshot and fixed the 
boards. Of course ! told 
people what | was doing 
and how cool it was! | was 
responsible for assembling 
and maintaining the 
two-player version at the 
AMOA show in Chicago in 
November '72. After that, 

| returned to school and 


the fundamentals of his 
patented motion circuit 
and | went from there. 
Remember, Nolan told 
me Pong was going to 

be a home game, so it 
had to use far fewer chips 
than Computer Space! 

| remember Nolan and 
Ted talking about one of 
the first locations for a 
Computer Space machine 
at a mall. The machine 
had a prototype joystick 
and it was destroyed in e 


= 
it had an aged-looking 
two-page typed note 
lying in the bottom, 
which basically said, ‘Any 
problems, call Nolan direct 
on (415} 961-9373". | think 
he’s gone a few places 
since then! Amazingly, 
it’s been 100 per cent 
reliable since getting it 
working in 2001. The 
screen is an ancient valve- 
based TV, which takes a 
minute to ‘glow’ into life, 
and the chips used on 
the PCBs are Jurassic-era 


tet g ae 


took over the 40 or so 
coin-operated games that 
Syzygy/Atari had placed ail 
over Berkeley and Oakland, 
| had two Computer Space 
machines and one was in 
Larry Blake's, a bar at UC 
Berkeley, near a Galaxy 
Game, and I'm sure we out- 
earned it. The coin box was 
never overflowing, but, in 
fairness, it was a one-gallon 
paint can, which could hold 


4 lot more than the y | y | 
Pong prototype! 
— 


day. They gave up and 
went with buttons, | 
never actually serviced 

a Computer Space — 
Steve Bristow has more 
experience with that — 
but | do recall servicing 

3 Pong cabinet at the 
Stanford student union 
and competing with a 
Galaxy Game by Bill Pitts. 
| would be scooping 
quarters out of our game 
while Bill was y y | 
struggling with his. 


ECLs and TTLs. Most of 
them have had their ID 
chemically removed to 
prevent cloning back in 
the day. Once it was 
restored, it has been 

in great demand from 
museums and television 
companies. The best was 
when it was used for the 
actual film presentation 
at the 2009 BAFTA 
Fellowship award given to 
Mr Bushnell himself, nearly 


40 years after he y y | 


designed it, 
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Arcade games that never made it home 
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loper: Taito ar: 1991 M@ Genr 


We? 
seven 


THE NINJA KIDS _ 


Beat-‘em-up 


This unusual but surprisingly well-crafted title 
from Talto has become famous for its ludicrous 
story above all else, which finds a quartet of 
ninja marionettes trying to stop a cult of devil 
worshippers from resurrecting Satan. 

Clearly trying to capitalise on the mania 
generated by a certain band of pizze-eating 
reptiles, but then adding an unusual dollop of 
Satanism and puppetry for reasons unclear, The 
Ninja Kids was typical of ten-a-penny scrolling 
beat-‘em-ups of the Nineties. 

The four ninja puppets each have their own 
unique weapon, as well as a series of ninjutsu 
spells, which are unimaginatively linked to earth, 
wind, fire and water. The fight mechanics are 
equally clear and straightforward. You onty have 
two action buttons to worry ebout: one actuates 
an attack and the other a jump. Hitting jump and 
then quickly following it up with an attack causes 
your ninja to perform an aerial attack, while 
pressing both simultaneously, if you've picked up 
8 spell scroll, initiates your character's signature 
attack, the animation of which seems to change 
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at random points in the game. Finally, double- 
tepping in any direction causes your character to 
perform either @ handy vertical evasive dash or a 
horizontal slash attack. And that's pretty much the 
fundamentals of play covered right there. 

As we touched on earlier, the premise is less 
sane, Some of the bizarre enemies you face 
include Rastafarian hippies, sheet-wearing devil 
worshippers with bunny ears, a fast food manager 
who tums into a werewolf, rotund businessmen, 

28 firebomb-lobbing Iraqi warlord, a posse of 
hunchbacks, a man driving a Power Loader from 
Aliens and, of course, Satan himself. 

Though at points feeling like 2 parody of the 
genre, The Ninja Kids is actually quite playable. 
Its uncomplicated nature, whimsical enemies 
and satisfying combat combine to make an 
entertaining brawler that is greater than the 
sum of its parts, 

We suspect due to its strange themes, The Ninja 
Kids was never ported at the time of its release. It 
did eventually get a late home appearance, though, 
when it was included on Taito Legends Volume 1 


IN! DSP Tel 


> The Migs Aid's does nothing atypica of Nineties 
Scrofing beat-‘er-ups, unless, at course, you count 
ninja puppets fighting devi worshippers. 


” The eneeres you face are @ pretty random bunch. 
On a first play you honestly couldn't guess what you't 
be facing next. Two seconds ago it was Rastafarians. 


> Upan collection af e spel serail, each character 
can then perform a special nryutsu attack. 
They're ail tased on the four classical elements 


Wirt Wt 


TEENAGE MUTANT NINJA TURTLES 1989 


With its four heroes, ninja weapons and 
outlandish enemies, it’s plain that Taito was 
motivated by capitalising on Teenage Mutant 
Ninja Turtles hysteria, Konami's smash hit 
arcade game was released on a surprisingly 
modest number of consoles and computers. 
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SPINAL BREAKERS 


@ Developer: V-Systam Mi Year: 1990 &@ Genre: Run-and-gun 

4 & Spinal Breakers is the 
videogame equivalent of the 
trashy action movies that filled 
video library shelves in the 
late Eighties. A third-person 
on-rails shooter very similar to 
NAM-1975, it sees you slowly 
strafing your way from left to 
right, dodging attacks while 
blowing away anything that 
moves. In fact, even stuff that 
doesn't, as drilling bullets into 
innocent corpses littering the 
levels rewards you with new 
weapons and waffles. Yep, you read that correctly: waffles. You see, Spinal 
Breakers has this peculiar fascination with the batter-based cake, Even the 
main character is called Captain Waffle, This preoccupation aside, keeping 
us from sticking Spinal Breakers in the “best left’ drawer is its hilarious story 
and imaginative creeture designs. You appear to play a space marine who 
leaves his family to return to Earth and rescue the planet from a bizarre 
demon race called the Helldroids. The story doesn't mention it having any 
kind of time-travel component, but the enemies you face are a disparate mix 
of demonic soldiers, ninjas, samurai and mummies. There's even a stage 
set in prehistoric times, with demon-possessed cavemen and dinosaurs. It's 
all a bit bonkers. Spinal Breakers is pretty average blaster but does hold a 
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+ [Arcade] Using 3 erachine gun on een wielding crihy swore is 
ac eaptatls when theyre possemssd by demons 
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II HY 
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CONVERTED ALTERNATIVE 
VICTORY ROAD 1984 


Out Zone may not feature rotary 
controls — thet would have made its 
challenge far easier to stomach — but 
this odd sequel to /kari Warriors, which 
saw Paul and Vince launched into 

the distant future to fight alien foes, 
certainty has parallels with it. 


OUT ZONE 


@ Developer: Toaplan M@ Year: 1990 i Genre: Run-and-qun 


marine whose job it is to wipe out 

a malevolent alien race. The last 
stand will take place at the titular 
Out Zone, an outpost divided up into 
seven lengthy stages, teaming with 
powerful enemies and bookended 
by some impressive bosses. 

Out Zone is one tough cookie, 
and what makes it so challenging is 
the fact that you can only take one 
hit, and you also have a depleting 
energy bar that has to be continually 


degree of entertainment value. 


CONVERTED ALTERNATIVE 


NAM-1975 1990 


Released the same year, NAM-1975 and 


Spinal Breakers could almost have been — Fy 


separated at birth, Well... almost. One of 
the earliest MVS releases by SNK, 
NAM-1975 was released on the AES and 
Neo Geo CD standards end is reasonably 
cheap to pick up today. 
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+ [Arcade] Nobody ever told the soldier net tm being 2 gun to 
3 0 foot tank Sgt 

@ From cult shooter stalwart 

Toaplan, Out Zone is a frenetic 

vertical on-foot shooter in the vein of 

Commando and Ikari Warriors that 

sees you play the role of a cyborg 


BES) LEFT |) Toe AIRGADE 
LADY MASTER OF KUNG FU 


@ Developer: Taito Mi Year: 1985 M@ Genre: Beat-“em-up 


fed with pick-ups. Making matters 
worse, players are mostly limited to 
just two weapon types - a three-way 
spread shot that can only be fired 
up the screen and a shot that fires in 
the direction you're moving — and to 
get anywhere fast the best tactic is 
to repeatedty change between them. 
Levels feature annoying craters to 
fall into, enemies are many and 
mighty, and bosses can be gruelling. 
Yet despite this, Out Zone has that 
‘one more go’ quality. 


@ This smacks of an ill-conceived attempt 
by Taito at trying to make its own version 

of the Irem classic Kung-Fu Master ~ only 

designed to appeal to female gamers 

and pervy old men, The pilot isn’t entirely 


leave her a nice can of energy drink or a 
scroll with a letter on it for her services. 
Once each letter on & floor is collected, 
you can then enter through a large door 
on the top floor, where you get to fight a 
final boss-type character. All the bosses 
follow the same ridiculous attack pattern 
80 are pretty easy to thwart, and the 
controls and combat are fiddly, Uhtimately 
it's a fairly tedious game, even when 
applying our frankly ridiculous masseuse 
scenario to it 


clear, but when we played it we imagined 
that we were playing an aggressive 
masseuse who has to fight her way 
around the various floors of a love hotel. 
She must enter open rooms and beat up 
the kinky clients waiting for her arrival 
inside and, when done, they will either 
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WE DIG UP THE FILES OF THE CLASSIC COMPANIES OF OLD 


1|| 
A\. Atari Inc pati 2=2225°° 


> off to Stanfor 


Formed by two engineers, Atari rose to 
define the early games industry. However, 
its rapid expansion hid the looming 

threat of bankruptcy that defined its 

early days, right through to the corporate 
overindulgence and personality clashes 
that oversaw its ultimate downfall 
Aims “Noun ves @ 


cane Videofile. 4 ck 


i could help ry 


Wher it 


d Dabney fF 
‘Input/Output’ g 


fesponsible for ti 
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£6 He definitely 
about TV games of any sort 97 


0 BY THE NUMBERS 


$40 million The amount 

of profit generated by Atari 
as its golden age began in 
1977, the year it released the 
hugely successful Atari 2600. 


$539 million The amount it 
lost in 1983, a3 the industry's 
crash was under way. 


had no ideas 


game, Pong, Syzyay’s a 
It was durin 
gendary 


2 The number of competitors | $189 The cost of the Atari 145 The number of 

Atari had in video arcade 2600 at launch, manufacturers making games 

games in 1972. 4 The number of for the 2600 worldwide at the 
time of the crash. 


25 The nurnber of 
competitors by 1974. 


manufacturers making games 
for the Atari 2600 at its 1977 5,000 The number of shares 
release. Of course, itwas just | allegedly sold by Ray Kassar 


om -oe Tha cart ot Foal Atari itself, although third- based on insider knowledge of 
in 1975 ; parties would quickly appear. | Atari's performance. 
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‘oO WHERE ARE THEY NOW? 


| Cetalyst Technologies 
} in the Eightes and 


| under Sente, he rena 


| compenas inclucing 


} bankruptcy. Funding 


Nolan Bushnell 

After leaving Atari. 
Nolan headed his Chuck 
E Cheese Pizza Time 
Theatre unet facing 


Severs! Sarbups under 


briefly retuming to. 
‘video arcade games. 


sirng of emtertaiament 


PiayfWot and uMVink, 


which eventually closed 


| perfornanos. He is 
; Currently partnered 
[on AnthAgng Games 
| and is an advisor to 
} the currant owner 


dus to poor markt . 


of the Alani brand, 
Atan SA {farmerty 
Infogrames, 


3u 


Ted Dabney 

Adter weaving Atan Inc 
in 1973, Ted worked 
for arcade company 
Moadows for a time 
8 Well as several 

other non-ercade 
engneering jobs. He 
@ven brefly worked 

for his ex-partner again 
when he created the 
pizza number callout 
system for the early 
Chuck E Cheese, a5 
well as the Chuck E 
Cheese-branded (aac 
Asmnoy Presents Supar 
Que arcade game in 
the late Seventies. 

He's currently enjoying 
retirement while reacting 
To the recant interest in 
his involvement in earthy 
videogame history with 
sunpnse, wonder and 
gracious interviews. 


i 


| 
| 


an Apple Fellove in 


Management postions 
at vanous entertainment 
companies in the 
Ninetias and early 
2000s, He's currently VP 
of engineering at uGets, 
a mobie socel gaming 
firm that combines 
gemng with ‘socel 
shopping’. Former Atan 
employee Roger Hector 
also jons him there, 


Since beving Atan in 
1984 after more than 

8 decade, Sieve has 
worked as an engneer at 
various communications 
firms. He's currently 
employed at headset 
manufacturer Plantronics. 
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PARTNERSHIF 


TIMELINE 


1971 


1969 


P Nolen send 2 carefully crafted letter to Bally, 
Suggesting that it officially reject Pong so 
that Atari could develop a new game for it 
T f worked, and Atari became 
design and manufacturing arcade company. 


New horizons 


From there the growth 
Nolan and Ted hiring peopl 


full 


Ss explosive, with 
off the streets 
Jfing needs, and Nolan 


to fil the m 
hiring more engineers and management 

to help wath the growth. Tension began to 
develop between Nolan and Ted on how 

the company should be running, however, 
and Nolan decided that there 
for two heads 


asn't room 


@ fact that became obvious 


to Ted when Nolan hired someone to 
in and help restructure the busine 
employee S 

at Atan 


come 


ne knew nis time + 


the compar 


at firmly in Nolan's hands, as 
Atari began its ‘Innovative Letsure’ period, 
By continuing to purnp out ¥ games 
based om sports mes while doing 
engineering researc for an eventual move 
into the consumer market, Nolan Icoked 
to Stay ahead of the game. As Al Aloo 


relates: “Nolan didn’t want to define us 
as the best coin-op game designer and 
man seo broadly 


on th s. We were 


S in the 


Ing new, disruptive pri 
leisure industry. Nolan frqured people would 
yon what they went, nat 
$00 toak their 


pany 


dgling cor 

Nolan had made some bed hinting 

ment 

t soon needed 
ake matters 

worse, it Started facing intense competton 


from others entering the videogame market, 


6 for the financal mi 
of the company, 
to lay off employees. To m 


decis 


porbor 
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RELATIONSHIP 
NEERIN 


"ARATE MANAC 


AA BE 


TE 
B 


1973 1974 


induding Bally and 
Chicago Con, and new compares like 
Allied Leisure. Already competing for a spot 
at the we! ablished coin-op distibution 
bie, Nolan came up w 


id industry 


. increase the cash 
the company. It would have its own 
Fbit on its own at the industry 
ws, and have its own purchasing, 

sales and engineering group, which would 


ide another farmer Ampex intern, Steve 


Ipetitor 


Bris 
be done on the Atas assembly Ine. This 
comparty, Kee Games, could clone Atan 


dut all its manufacturing would 


allowing the company to sell them 


vo distributors at once 


‘exclusively 


The wheels come off 


Financial ol: 
Gran Trak 10. The 
engineered that they started coming back 
to Atari in droves, forcing Al Alearn to 
come out of hs sabbatical and redesign 
them, and forcing & an more lengthy 
to this already costly game. Then, 
on top of that, an accounting error set 
the selling price of each unit to $ 
$1,095 to manufect 
the first place. It resulted im push: 
even further towerds Dankruptcy 
pany ended up losing half a million 
$ between 1973 and 1974, By the 
end of 1974, Atari b 
into its p8rent 
operation to Nakarnura Manufacturing C: 
better known 
Thi 


ter Struck in the forrr 


ne was so bady 


when it c 


oo 


to fully merge Kee 


ooking & bit better in 
igement entenched 
at Atari. Kee president and Nolan's 
next door neighbour Joe Keenan became 
president of Atari; Gill Williams became 
VP of manuf 
sues there; and K 


ring, helping to smooth 


5 lead engineer, 
istow, became VP of engneering 
Along with Steve came top engineering 
talent and future stars like Lyle Rains, 
who, together with Steve, had created the 
buster Tank at Kee feral arcade 
ased in 1976 thet 


would De rel 


would go on to become more known for 
their Atari 2600 versions but served the 
fe goal of helping Atari get back 
Aircraft, Jat Fighter and 


ment 
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1974 


1975 


of Nolan's wish for Atan to enter the 
consumer arena 


Homecoming 

Al Alcorn and several engineers had been 
working on bringing Pong to homes. The 
move to the consurner market meant 
shrinking the large logic-based arcade 
board to a small integrated circuit, for 
which a partnership with chip manufacturer 
Synertek and its IC designer Jay Miner 
was formed. The end result was a product 
that put Atari on the map in the consumer 
market when it released through Sears 

in time for Christmas 1975. The research 
and development firm Cyan was also busy 
during Pong’s home release, working on 8 
microprocessor-based home console that 
had the potential to more than make up for 
the Gran Trak 10 fiasco. 

Still realising that it wasn’t enough to 
completely save the company and exoand 
operations like he wanted to, Nolan began 
looking for more investors in Ata, and 
eventually, an actual buyer. As 1976 began, 
the buyer appeared in the farm of Warner 
Communications, Warner had been on a 
buying spree to expand its operations, and 
the acquisition of an expanding videogarne 
firm like Atan fit nicely into its plans. The 
deal was signed in October 1976, offically 
making Atari a Warner subsidiary 

Under Warmer, development of Atari's 
consume: line began to blassom, the 
most prolific aspect of which was Cyan’s 


® Enpying 2 rosnd of Bsttoemnedwit 
Lyle Reins, Oona Rainy, Ed Rather 


= 


PUTER SYST) 


ES ALL YEAR ROU 


T ATARI TAK 


REPLACED BY RAY KASSAR 


NOLAN BUSH 


microprocessor-based game console. 
First codenamed Stella and then officially 
named the Video Computer System (CX- 
2600), it wes released in 1977 and proved 
to be the path to true greatness for the 
company when it became en icon of the 
videogame industry in the early Eghties 
It sold well that first season in 1977 but 
proved financally harmful to Atari the 
following year when manufacturing delays 
caused a shortage of the cansole for the 
1978 Christmas Season. As in the arcade 
industry years before, Atari was soon 
jpined by competitors eating up the new 
console market - Bally with its Professional 
Arcade, Magnavox and Philips with the 
Odyssey’, RCA with the Studio Il, and 
programmable console pioneer Farchid 
with its Channel F a year before Atari's 
console. Atari needed to separate the 
VCS from the pack 

Also contriouting to Atari's familiar 
financial problems for 1978 were a 
lacklustre arcade line-up, such as Sky 
Rader Ulta Tank and Smokey Joe. 
To make matters worse, there was 
tension between Nolan and Warner 
Communications. Nolan had been accused 
of being a lax CEO since the purchase, 
almost “checking out” of the much- 
needed daily running of the company, 
and by his own admission that was the 
case, Consequently, it left more room for 
Warner and its installed executives to flex 
their muscles, such as Raymond Kassar, 


ing its development are: (inttte rayht} 
0. Jett Boscole ang Owen Rubin jsoaced) 


FROM THE ARCHIVES: ATARI INC 
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= Nolan Sustinellinspactnng rows ot 
Pong units meacty to ship out 1973. 


C6 It was just business, 
nothing personal 39 


INELL ON FORCING OUT ATAR! 


NOLAN oul 
the head of the consumer division. It didn't 
help matters that Nolan began butting 
heads with Warner on issues like the 
future of the pinball division, or even the 
future of the VCS. 

By the autumn of 1978, Nolan had 
crossed the line by trying to hold meetings 
in secret without Warner staff. Warner put 
Nolen out to pasture efter a reorganisation 
plan and, ike Ted years before, he wes 
left with no recourse but to quit that 
December. Ray Kassar was now leftin = 


HOLOGAMES 


As the electronic Toys craae hit 
in the Grin Sevensias and marty 
Eighties, Atari had a brie foray 
ieno its nee handheld electronic: 
devices and board garnes under 

its new elactrorée garres diveson. 
Starting in 1978, Atwi released 
Touch Me a handheld game based 
on hs own ascade gaene at the 
sama name. which carpernd 

with and lost agemnst & gare from 
Miton Basdiey inapirsd by Touch 
Ma, Simon Arai planned to tolow 
up with handheld gunes hawnd an 
areade properties ike Bextnutand 
the loansed Space ied, and 
en planned atheanced tatleccp 
hologram based products tke the 
demi Cosmos and seas Specter. 
Ales, it was never to be. By the 
early Eighties. tha elactionic games 
macisnt wae: lagging in tha US 

and Aran shut down the division. 
Atm net arty last some advanced 
aires in the process. best & hast 
the company’s thed empioynn, 

Al Alcorn, who hadieen hssding 
the Coarres praiect and quit 
shanty atten 
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CJ SIH OF THE BEST 


BA ae 


The classic spece shooter that influenced | 
a generation, and it’s stil Fun to ply, While | 
most wil have to settle for playing this | 
game on pixdated technology, nothing 
comperes to pitying in 4s ofignel cisp | 
vector monitor format. 


je [1980] 
Another innovative game, Cengoede 
improves on the bug theme initiated by 
Gakxoan Set in a dynarmicaly changing | 
garden playtield and complete with | 
vibrant colour scheme, this top-down | 
shooter proved a smash hit tor Atari j 


Warlords [1780] | 

Stil one of the best mult r video | trees n heading wha 
arcade games of af poate kine cot | DP charge and bega e ean brs! 
for the 2600 was just as fun and one af a the golden age of the 
tho only mes you'll hook up four paddies. | vat the entire Atari brand. Not without a 
The arcade version includes a breathtaking | peed Dump to start out with, though: attribute to 
3D cut-out reflected backtiels. NES heyd $ actually pioneered by 


Te 1980] j Under new management Warner during this per 
Med ltee detox pana, thie Shortly 2 ming he campany, Ray maga 5, mowe plac 
fast-paced shooter that has you ratating had begun bumping he 
ANON geometic shapes is again one Computer S 
that just looks bast on 8 vector monitor. 
A capable nome version wasn't released 
unt! Tempest 2000 tor the Jaguar. | 


Missile Command (1980) 

Global thermonuciear war, Atari style, The 
home ports dumbed down the gameplay proved to be the | 
for use with a single joystick and button, | manages to alienate eve: re 
Accordingly, Atan engnoer Dan Kramer and Atan 400/800 engineer Joe Warner's $4 billion in revenues 
Was inspred to design a home version of 


» Twoshirts designed by DanKramer ior intornaluse at 
Atarita celebrate the relecee ot his Azeri S200 Trab-Ball 


Ss public presence in the vide 
E hat it dominated. 
€ for granted or 


0 during its Famicom/ 


Orr 


emed 


with some of Clothing, party favours, 


stem programme: jewellery 


commerci: 


hem “high-strung prima donna 


“record portion of an interme 


W 


82, Atari had become Warner 


ting publi: 


Q Cammunications' golden goose. Comprising 
designed to be a pep talk in early 1 


80 per cent of the videogame industry, 


f some, es he Atari was doing sightly over $2 billion ir 


and over 


ve 
VCS 


phigsuaient etary | Decuir related: “Ray called a meeting of 65 per cen of its profits. We e NM on y 
| 9 and hat it coukd to 
Tank [1974] | blah dlah’, and then he considered 
A clsssc that many will never hove a Started talking about wal we were going unmanageable growth, if not a bubble 
chance to ply, as &'s @ discrete lagic | to do. He was exoted about the [400 a This induded frequent 
game that therefore cannat be emulated, 800] computer. He said we were 19 of Atari management, 


It's satetying using dual sticks to 
Manceuwe your tanks through a maze 
while you attempt to blast your apponent. 


them in designer c creating @ dual mi ment. Moneyosing 
endary ET. 


Atari, and a stri 


ould bu 


OONETOAVOID = 


f hat would har 
the company far ahead in both can 
and computers were cancelled in fe 


resign because of 


of the VCS programmers 
to deal with the cr 
5, He C 
s fram dealing of computers, Not that sorr 
f$ at Burington Mils, his management, such as R 
of programmers enjoying ther perks 
qusted, and farmed Activision.” yachts and luxury off 
ly, much of the 

a) 


vour 


of more incremental advancements like 


Slot Racers (2600) [1978] tari 8200 consdle and the X 
This, Verran Robinett’s warm-up game 
for the much mere successful Advennve, 
is Atari on autopiot. While an angnal 
concert, it was done better in later coin 
ops like Spectar and Jang. 2600 gemes ere 
fot known for their inspired graphics, but 
The cars dant even look tke cars. | 


coin-op Talent al on the menu 

the front just The signs of the end for the company 
nag thanks were Daginning as it enjoyed its record 
A string of 
sed from 19 
Barri 
e consumer division 
em rode the .s Crawtord, a representative of 
the investnent group that brok 


original sale of At 


on to thrust Atari 


jeo Corr 
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Out of the ashes of Atari, Inc rose a new being sald. no tre 


whyees to make 
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ESERT FALCON \. 


£6 Jack didn’t plan to return 
unless he thought the Japanese 


were coming 
couldn’t beat 


MCHAEL IRMER 


OGY THE NUMBERS °°"? “* 


6 The number of consoles 
released under Atari 
Corporation: 2600 Jr, 

200 (re-release), 7800, XE 
Game System, Atari Lynx, 
Atari Jaguar. 


2 The number of titles held by 
Sam Tramiel at once when he 


them 


and Cogninsene 


ACK TRAMIEL 
the pr tand personnel & ions 
Tr Vo passed joined the new Atar 
Corporation, and those who didn't were 


technically already out of a job with the 
collapse of Atari, Inc. “Our goal was to take 
what we had and turn it into a functional 
and orotitable mpany before we ran 

out of money,” said Leonard recently. 
“Hopefully long before. The need to act 
Quickly was obvious for many n 
Ye Money 
e anne 


hk would s 


shorter 


1,000 people lost ther jobs in 
about one week.” 

One humerous tale did emerge frorn 
that time period, hawever, on a trek up 
40 Atari, Inc’s coin-op headquarters to 


interviesy prospective recruits, As Leonard 
a 4 coleagque entered the Oulding. 
an ernployee got on the PA systern and 


perial troops have entered the 


ongheld 

hiring ten,” recalls Leonard 
Jack was stil in a precarious financial 

Position, though. He had sunk milions of 


10 keep operations afloat during July and 


August while pursuing the mountain of debt 


owed to Atari, Inc that Warner had him 
take on, intending to collect it and use it to 
fund operations for the longer term. Only 
and by Aug 
aS 19 — & Situ 
contnued into 1985 and resulted in several 


w 


‘was both CEO and president | 51 The number of garnes | 250,000 The number of 

of Atari Corporation. released by Atari Corporation = Jaguars manufactured, 

3.77 million The number —_‘for the 7800. 125,000 The number of 

of Atari 7800s saldinthe US = 73 The number of games Jaguars actually sold between 
between 1986 and 1990. Atari released for the Lynx. 1983 and 1995. 

28 The number of Atari 42 The number of games 1 The number of employees 
computer models released Atari released for the Jaguar. _left at the time of Atari 
between 1985 and 1993. Corporation's closure, 
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fenegotiatons and fnancoal assist 
from Warner. To make matters worse, Jack 
ken on most of Atari, Inc's bad 

85 part of his deal, so Warner could 

get the KS. Like: 
& number of expected money-ma! 
products had stayed with Warner, including 
the recently announced Atan 7800. Adding 
omes, it 


ance 


han a few 
ons that his old 
fwed a shot across 


this new 


aw by fling injunctons agair 
R&D, Shiraz Shiyi, and two othe 
mmodore engineers. They were 
accused of theft of trade secrets and barred 
from doing any computer work, effectively 
Shutting down development of his planned 
new computer for the month of July. 
Leonard found the means to strke 
back in the form of a cancelled cheque 
Unbeknon to them, Warner end Atari 
Inc hed struck 
company that 
Apnil: Amiga Corperat and 
other engineers were locked up in a hotel 
foom in April and May, plan 


with the very 
ted back in 
n. While Shira 


ng out a 


low-cost, high-p< f Computer to unleash 
against the Japanese, Jack wes visiting 
various companies along Catrforria's coast 
technology and facilites to 
leverage for the new computer. Amiga was 
Jack had 
tultmately P 


for possible ne 


one of several corr 
brief firtations with buying th 
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| Jack Tramiel | Leonard Tramiel 
| After ratinngonce JTS | After Atari Corporation 
| collapsed, Jack has | closed down, Leonard 


t 

E 

| 

E 

| spent most of histme + went beck to his. 
| UL of the limelight { 

| Save for a rare puble | 

i appearance n 2007 

| in honour of the 25th 
anniversary of the 
Commodore 64, he | 
spends his te enioyng 
his extended farrity J 
and donating to places 
Ske the US Holocaust 
Mamorial Museum. 
What computer does 
he soil clam to use j 
alter all these yoars? | 
ACammadore 64. | 


The last man out of Atan 
‘Conporation moved on 
to be a projact manager 


in Tramiel Capetal, Inc, 

TC! wes founded by H 

Sam in 1996, through | 

which he holds real i 

roam apr eloig | Shiraz Shivji 

mami mekes | After leaving Atan at a dotcom tor several 
rastments inboth | Corporation in 1989, | yeers until the bubble 
fgh-tech and lovetech | Shiraz worked for burst. He's currently the 
tusnesses, helpngto | Momenta Intemational, 


account manager at 8x8. 
a Cloud-based business 
communications fin. 


fund @ new generation | where he developed 
of tach entrepreneurs. | pentop computer. By 
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® Atari Portéolin, the MS-O0S Tempest 2000, and 
various Ataricaloutators. Jack briethytried to get 
back into the calculster business under Ateri 


P went nowhere. Now here was a cancelled 
cheque for $500,000 and contracts detailing 
a further licensing agreement that wes to 
have been signed in June between Atari 
and Amiga, Instead, it appeared the money 
was returned with interest under the guise 
of Amiga not getting its custom chips to 
work. It would have been one of many 
Aten, Inc projects that faded away had 
Commodore not announced in July that it 
wes purchasing Amiga and its technology. 
Renegatiating with Warner during the first 
week of August 1984 to get ownership 
of the ariginal contract, Jack launched a 
countersuit the following week. The two 
companies locked homs in the courts for 
the next few years, with Commodore 
setting out of court in Atari Corp's favour. 
But the message sent in the interim was 
Gear, you may have forced me from my 
company, but I'm not going away. 


The future looks bright... 
Throughout the rest of the year, Jack 
updated the inherited 8-bit line of 
computers, finishing operating system 
Gevelooment of the new 68000-based 
computer = then named simply ABP 

(Rock Botton Price} — slashed prices of 
werehouses full of console and computer 
inventory, and negotiated with Wamer and 
GCC ower the Atari 7800, At the January 
1965 Consumer Electronics Show in Les 
Vegas, Jack debuted a demo model of his 
new computer, by this time renamed the ST 
and scon nicknamed the Jackintosh oy the 
press. Alongside were the 65 end 130XE 
&-bit computers and Atari, Inc mainstays like 
the 2600 ard previously cancelled 5200. 
The slogan of his new ST computer line, 
‘power without the price’, made it clear 
that Jack intended to do egain what he had 
done with the Commodore 64: provide a 
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powerful mid-range computer for a low-end 
price that undercuts everyone. 

Sales of price-reduced videcgame and 
8-bit computer back stock generated more 
income throughout 1985, allowing Jack to 
put more into the launch of the first two 
computers of the ST fine ~ the 520 and 
1040ST ~ that summer, Unfortunately, 
some of those gains were made possible 
with a reduction in the workforce, from 
2,000 employees the previous summer to 
only 165 by the following June, Jack also 
feached an agreement with Warner to pay 
GCC for the 7800's development and ten 
launch tities. 

By August of 1985 he was looking to 
restart his videogame division. Michael Katz 
was tapped from Epyx to do just that, and 
he changed the consumer division into the 
entertainment electronics division. Katz's 
vision was to have Atan Corporetion expand 
to all electronic toys, not just videogames 
He mmediately set adout getting more 
beences together for the relaunch of the 
7800 as well as launching the delayed cost- 
feduced 2600, sometimes referred to as the 
2600 Jr, at the magic price point of $50. 

The 7800 was relaunched at the Januery 
1986 CES, and by Apel the announcement 
was out: Jack had done it. Atari’ Corporation 
was out of the red and in the black, and the 
brand was profitable again. The 7800s that 
had been sitting in warehouses since 1984 
quickly sold out, and by the time of the 
June 1986 CES Atari was once again ‘hot’ 
for both computers and consoles. All was 
fosy, except for the presence of a Japanese 
company by the name of Nintendo and its 
Nintendo Entertamment System. 

Katz had first heard of Nintendo in the US 
market while he was looking for 
arcade licences for the 7800 in November 
1985, finding many of them a@ready 
snarched up for the NES. But with the 
company having no reputation among rete” 
channels other than a test market in New 
York, nothing was thought of it. By the 
time of the June show, however, it hed 
expanded to Los Angeles and wes 
growing. The fact that both Atan and 
Nintendo, as well as the emerging Sega, 
were releasing consoles was taken as a 
sign that the consumer videogeme market 
in the US was returning - and with 
2 vengeance. 
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1985 


1985 1986 


1986 


On the eels of the ‘offical’ national 
7800 launch, Atari Corporation went public 
with its stock, giving it the money to pay 
back Wemer for all loans and leaving it with 
48 per cent of a profitable brand 


Flying high with Atari 

By 1987, operations were in full force 

at Atari Corporation. The 7800 was the 
number two console in the US, and the 
cast-reduced 2600 was a top-selling low- 
end console, which was ensuring that Atar 
was flush with cash. Not one to settle for 
anything except total market domination, 
Jack decided to attack the rising Nintendo 
with a high-end console with capabilities 
thet would set it further apart: the ability to 
expand into 4 full computer, 

"We wanted to do the 5200 done night,” 
says Leonard. Michael Katz wes of the 
opposite mindset: “In order for a console to 
be successful it's ebout the hot titles. You 
need a hot title for the launch. We didn't 
have one and | was against releasing the 
console, but Jack insisted on it anyway. 

The XE Garne System (XEGS) was 
feleased to consumers as a console with 
@ bundied lightgun and duit-in computer 
version of Missile Command Why that 
version? Because under the hood, the 
XEGS was powered by a G5XE computer. 
Driving home the fact even more was 
the curious distribution method of mainly 
computer specialty stores. 

On the computer front, sales were good 
but frustrating. Rather than investing dollars 


» The Jaguar ara arttean 
going cut far sushi 
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1987 1988 1989 1991 


in research to significantly update the ST 
family’s operating system (GEM and TOS), 
Atan Corp instead released a continuing 
flow of hardwere revisions as new models. 
By 1987 Ateri had released the 520ST, 
520STM (with television modwator! 
520STF (with a builtin flopay drivel and 
520STFM (both the modulator and flogay) 
Likewise, it had released the 1040STF 
(520ST with an extra IMB RAM and an 
intemal floppy drive), and the 1040STFM 
(IO40STF with TV modulator’) 

Added to ths was Atari's entry into the 
workstation market, the Mega ST series, 
with models that represented arbitrary 
harchware upgrades — Meaa 1, 2 and 4 
simply fefer to the amount of RAM in 
the machines. Inside, the Mega itself 
introduced features that Atari ST users had 
been asking for: a card expansion slot and 
detached keyboard. There wes also Atari's 
new Bitter graphics co-processor chip. 
at least for some of the models, once 
again causing confusion arniong retarers 
and consumers. As if to hedge his bets in 
this new high-end business market, Jack 
also had Atari Corporation stert an IBM PC 
done line called the Aten PC 

One lingering obstade stil remaned in 
the way of raising sales of the ST line: the 
legend of Jack Tramiel. While sales of the 
ST range were strong in Europe, Jack’s 
days as head of Commodore had left a bad 
taste in the mouths of many of the larger 
US retail chains, and getting into them was 
@ challenge. Jack had been focusing on 


1992 
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JTS CORPORATION SELLS ALL 


1993 1996 1998 


smaller specality computer stores and 
made some headway in music stores 
thanks to the builtan MIDI support's 
popularity with musicians, but in a 
move that foreshadowed Gatewey’s 
and Apple's similer moves in the late 
Nineties and 2000s, Jack sought 

to get around the retail problern by 
Creating his own stores. The answer 
wes to purchase electronics chain 
Federated Electronics and install hs 
second son Garry, then 2 VP at Atari 


» Alegpy dock Framed just after 
‘the founding of Atari Corporation. 


Corporation, as its president 
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Together forever 

1988 became a year of transition at Atan 
Corporation. Jack had his overall goal 
@ecompished — a strong company and 
legacy thet he could leave his sons to 
fun ~ so he made plans to retire from 
daily operatons and have his son Sarn 
take aver the CEO position in addition 

to his current duties as president. Jack 
would remain involved in larger decisions 
as chairman of Atari Corporation's board, 
but otherwise Sam was in charge of 
everything as of that May. 

Even though the distance between 
Atari and Nintendo in the cansole market 
had wadened, Atari continued its trifecta 
approach of the 2600, 7800 and XEGS, 
releasing 45 new games for those 
systems. However, the real important 
developments at the company were 
happening behind the scenes 

Seeing the writing on the wall, Atari 
began work on a replacement for the 7800 
and XEGS cdled the Super XE, which 
soon morphed into a wey to leverage the 
ST's intemals for use in 2 16-bit games 
console, Atari found that it was not alone in 
locking at this new market when Sega of 
America contacted it Although the Master 
System had dane well internationally, in 
the US it placed third behind the NES and 
Atari's 7800. Sega was looking to > 
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Strike up a partnership with Atari by 
having its upcoming 16-bit Mega Dr: 
system released in the US as an Atar- 
branded product. Serious talks enswed 
but ultimately fell apart, as Jack wented 
international rights, as well as the US 

A licensing relations! sold 
company, Epyx, was further expanded that 
year to include hardware. Epyx had been 
having financial problems and was locking 
for assistance to get its Handy handheld 
game console to the market The deal struck 
had Atan manufacturing and distributing al 
the Handy units under its own narne, while 
Epyx would provide all the softwere. By the 
time it woukd come to fruition in 1989 4s the 
Atari Lynx, Epyx was going bankrupt and the 
entre rights to the powerful colour handheld 
m would move over to Atari 

While getting complete ownership of 
the Lynx in 1989 would position Atari at the 
forefront of the coming handheld console 
revolution, 1989 would aiso be the year that 
Atari and Jack's legacy began to unravel. The 
first sign was on 31 January 1989, when 
Atari Corporation filed a $250 million tawsui 
against Nintendo for its restrictive third-perty 
icensing practices that locked in the most 
popular developers to only write games 
for Nintendo's platform. While not the only 
company to complain and go to court over 
the policy, it signified the beginning of an eva 
of lawsuits launched by Atari Corporation 
to either change the marketplace in its 
favour or gain) more money. It ultmately 
lost the Nintendo case, but by the time it 
was decided Nintendo had dropped the 
oractke anyway and begun focusing on the 
upcoming Super Nintendo. However, Atar 
would later win a series of patent viclatons 
against Sega, wrech resulted in an influx of 
cash and licensing deals that brought Sega 
gemes to Atan platforms. 

In February Michael Katz left, ostensibly 
to retire, but by the end of the year he 
was at Sega of America as its new CEO, 
positioning the freshly launched Seaa 
Genesis to be the dominant console of the 
early Nineties. And 4s the find blow ina 
flurry of punches, in March Atari announced 
that it was selling off Federated Electronics. 
Jack's distribution plan had not worked, and 
instead the operation had siphoned off more 
money from Atari as it needed constent 
financial Support to stay afloat 
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various key Connodore personnel 
lett ta join her. By April and May 
Commaccra enginacrs fie Shiraz 
Shing had alsa left and vere healed 
in in a Mondlasesipx horal 
1» Cabtornia, designing the next 
compre thet vanes menvet based 
around any Aeriga nactrniingy At 
the tiene waver Jack asad 
Ara Consumer, develanment of 
the ST was 80 per cent done. 
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| ART DIRECTOR AT ATARI CORPORAT 


Atan finally put out something more 
than an incremental computer update, the 
foremost being the 1040STE, although 
some would argue that it was too little, 
t00 late and should have been the main 
update several years before. Joining the 
TO40STE in 1989, however, were the 
Atati TT and Stacy laptop. The TT jumped 
Atari's computer offering into 32-bit territory 
as 2 high-end workstation, retailing for 
aimost $3,000 when it hit the market the 
folowing year, The Stacy, while not Atari 
Corporation's f emnot at 8 portable 
computer, did represent its first attempt at 
bringing the ST into the laptop realm -— 
what passed for them at that time. Probably 
the most oramising for the future of Ateri 
Corporation in 1989 were relationships 
struck up with two British firms. First was 
Distributed Information Processing (DIP), 
which had managed to produce the world’s 
first palmtop computer thet wes also fully 
compatisie with MS-DOS. Licensing that 
and releasing it as the Atari Portfolio put the 
brand at the foretront of mobile computing 
at the time, if only for a little while 

The second relationship was with Flere 
Technology, 8 group of former Sinclar 
engineers ww left to start their own 
company around developing an idea that 
they had for a multi-chip system that 
became the Flare One. By thet time, the 
Super XE console had transformed into 
&n advanced 32-bit system that leveraged 
ST technology with the short-lived Atari 
Transputer’s graphics card. When Flare got 
involved, it had no sound and no name. 
Flare employee Martin Brennan suggested 
naming it after his wife's new car, the 
Panther Kallista, and the project received 
its last in a String of names: the Atari 
Panther. Three games were written on 
the unfinished platform along with some 
material thet legendary British coder Jeff 
Minter had been coding, before Brennan 
talked Atari into abandoning the Panther for 
a 3D platform. 

"While | wes over in Califomia in “89,” 
begns Martin, "! actually convinced the 


ON, ON THE NOVEMBER 1995 LAY 
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bosses at Atan that 3D w 
with the experience we'd gained on Flare 
One = if you cicin’t just do flat rendering but 
shaded rendering, you got e 3D appearance 
At the time, | was seeing pictures in 
magazines where computers were 
fendering photoreaistc 3D wire meshes 
and | said: These are static images, but 
they only contain a very low number of 
polygons. We could take that, animate it 
and you could produce a game that was 

2 quantum leap away from the current 
games,"” And so, what was to be Atari's 
last games console, the Jaguar, wes born 
on the strength of s promise made in 1989. 


This is the end 


Microsoft's release of Windows 3.1 in 
1992 began the dorminance of the “Wintel 
(Windows running on Intel hardwere} 
platform, and suddenly Atari and Amiga 
found ther comouters being relegated 
to the niche markets of music and video 
Production respectively. Atari Corporation's 
8-tit consoles and computers had becorne 
emoebic in sales, to the extent that support 
for all of them wes dropped as of 1 January 
1992. Atari tned to sokdier on with fy 
updates in the ST line via the Mega S 
the ST Book laptop, and its final computer, 
the Atari Falcon. On the market for 2 year, 
its cancellation sanified Atari leaving the 
computer industry eltogether in favour of 
foousing on its Jaguar console 

Besides the limited computer sales, the 
Lynx was all but carrying Atari at the tme. 
It had enjoyed decent sales, but this was 
the first device under Atari Corporation that 


so 


some major tie-ins ike Batman Aetums, 
for which a 15-minute Lynx commercial 
layed inc Ss. He 


> mar 


the multitude of licen: 
games by A 2 
cousin, Atari Games, si 


and S.T.ULN. Runner @ 


it was becom 


the company’s sa 


promise of a 3D gam 
y Atari had ma 


of the . 


0 itself in 


sar in late 1993. 


sound pi 
16-bit 68000 


achievernent. h 


tush to finish t oF 
391 and do produc’ 


The end result 


the o. 


hardware in 1 


during 1 


mpi 


fure, and O1 


best success repellant in the 
of the established publishers and studios 
m, and tho 


npex 


Stayed away from the pla 
smply 
sSof arctytecture in favour of 


thet didn ynored it 


multiproo 


38000 as the main pro of 


5 that fell far belo 


bates. 


Atari Corporatic 


overdue and hyped ¢ 


f the Jaguar 
alf in t 


ndwiched 


mider of 199 


precarious pasition of b¢ 


between two ‘next-gen’ console relea 


Sega Saturn and Sony PiayStabon 
sed the p 
‘ere becoming runaway successes 
perry 
nat made itte use o 


fous year in Japan 


id the Jaguar 


and their 
Neat Gener 
endarty f 
with the rez 


le 


The fin 


was dismal. By 


Corporatio 


4 to $14.6 
trodu' 


25,000 
$14.6 milion 


the cornpany was 


oresented 7¢ 


rything 


6 apparent was 
that the v 


‘he Jaguar 


2 company wasn't 


attack, which in hindsight put the Next 


Genevetion interview 1e lignt of a CEO 
desperately tyr ) UP appearances 
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FROM THE ARCHIVES: ATARI CORPORATION 


reeves 
Hide Nange 
he: Naren 


mplayne cond 
Avei Garres 


Under Nakai 


entered the oareols aeew as 


Tengen and abso anded up suing 
Nimanda ova fs merticsive 


keensing practines. Narrea 
out carrpletety Jo WN 


giving It may 


Nakajra and ampiaynes 
nut theie minsining shores on 1 
O94, Orty & fea morete 


later, the coin-op brand's baiond 
toe 


heer 


Naayra 


bing cancer 


Gerres bearre a subsihery o 
Tine Warner Inteeactive: In 1996 
ane soled 11 

ubsschay 
inieactive, and 


Indusries 


ually renarred Avr 
hay © 


nes Vi 
6 Wie 


redial’ 


at prograr 


me in 


November 


lling the cost: 
reduced combi 


ion of the Jaguar and 


CD unit called the Co. 


sar I Maic 


the Ai 


vitiat 


anuary he beg 


ay to Sell off the company 


Noney comir \ from re 
suits was completely gone. He found 


af in the up-and-coming hard drive 


ced on 13 
occurred in Jur 
reverse merged with JTS 


» when 


to Decome a division of a ni 
called JT 
ot 


board members 


w company 
oration. Jack and some 
vould Oo 


Ne other executi 


minuved, it 


minima & 

» couldn't have 
nd 

solitary 


capact 
been Clearer th 


the ri 


le-handedly 
sport, the Atar 


to Asteroids and 


 follc 


fe20N€ to 


Shareholders launched 4 suit against Jack 


thes day, claiming that 


warehouse stock to Hasbr 
of only $6 million. Altho 


the end of the Atari orand proper, it 


5t fitting that the lest € le 


was Skruch, 


Special thanks to Leonard Tramiel, BJ West, 


John Skruch and Dan Thomas. 
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Quake. It changed a 
genre forever, and 
shaped the course of 
PC gaming into what it 
is today. John Carmack 
and John Romero, two 
of the minds behind 
this FPS beast, talk 
about desktop gaming's 
most influential series 
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A relatively small development 
house in Texas, originally 
known for its side-scrolling 
platform series Commander 
Keen, did things very right 

in the Nineties. id S« are, 
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alwerys about pure action, taking 
je that had worked so well with 
tein 3D, but thi 


ath the new 


original Quake 
the wane 
Doom and V 
the old v 


1 


ne replacing 


ays is of ‘true 3D’ and 


‘realistic physics’. The result was far more than the 
sum of its parts. 
With four main tithe: 


spin-offs, a massive online 


2 String of expansior d 


mmunity, and its stetus 


erunner in the world of professional electronic 


0 coninbulor 10 the $ 
Quake broke 


graphics, unpai 


MS and e Majc 


ground on all front 


Hleled online mul 


comrr 
history 


most important ga 


>THE GAMES 


Quake (1996) 


This 


ce mn gaming 


some of the 


was the PC gi 


arring 


world's big one. L Fmal 
Fantasy Vill to RPGs or 


StarCraft for redsime 


Hidn't just join 
so much as send 4 s 
through the global garning 
See, what made 

5 arrival so monume 
first real < 


vat it marked the 
) smooter. Just that ohrase in itself should 
indicate why Quake holds the hallowec t that it 
does. Everything that had come before, induding 
Wolfenstein 3D, D if and even 
the much-loved Duk 


dimensio 


tually two- 


to give the p ving trough 4 ID 
world. In realty, everything was stl 
flat plane. Ev 
coukl have differ 
ally go 
had no real 2 

No with Quake, which sported 360 degrees 
of potentbal movernen al depth, and 


"sional polygonal 


nt levels of elevation, players could 


newer & under or over anything else, as maps 


gen 


me in real-time. 
have sipped into 
crrncal feat b 


lory nerely an pressive 
Software were t 


up their 


Not just eno Ss 
ent in practically every gerwe, from real-time 
strategy to ing. Probably the most legendary 
function of Quake's physics engine, which included a 
knockback et jump. 


tan integral 


while making Quake,” hi 
dev team had accidentally rocket jumped at any time, 


‘ould have ber 


"If amyone on the 


it, and we would have 


the level lake them 1 


“ith rocket jumping. On 


Map 1], you can finish the level in 1 
rocket jumping. | would have definitely fix 
it's an awesome ability, 
th fo 


Quake, no one knev 


¥ about it 


19 skewed textures 


Do you think that Quake could 
have something like the Street 
Fighter it HD Remix treatment 
and be a hit again? 

y believe Quake 


n both 


J multig 


modes. | designed t ee 


very purposefully t 
dark t un g 
most it Game. To do that 


we had to make a fantasy 


world with some pretty bizarre 
creatures, make the work 4 
explore, and 
back, 


ting hit, was 


make sure all the f 


ime, nothing 


DarkPlaces hes been my 


te, and it looks realy great 
with ail the settings on high. Ifa 
tearm decided to put the game 
mio a new engine, uy the 


models and up-res the audio, 


would stil be very impactful 


How different is Quake 

to the original game that 
was envisioned, which had 
a Thor-like character with a 
giant hammer, and why did 
these changes take place? 


ecame dear fairly early 


osing the dis' 


mbat just v 
much fun in a firstpe 


shooting, and we 


[PC] Thos original Qhrko rmeeged dark fontansy and grity sci-fi lo crnetn 4 netting 
thet fe whrady unipoe. 


SIGNATURE SERIES: QUAHE 


EXPERT OPINIONS 


We pick the brains of John Romero and John Carmack to 
get an insider's perspective on id Software's revered series 


certainly wanted to ‘follaw the 
fun’, We were also pretty much 
figiling without good design 
leadersiyp through mast of the 
project; many of the elements 
of the game just emerged from 
which individual designers were 
more productive 


What technical difficulties 
did Quake present compared 
to Doom? 

JC: The visibility culing problem 
wes one of the harder technical 
issues, and probebly half of 
Quake's development was 
spent suffering with missing 
bits of geometry duting 
gameplay. There are a number 
of good ways to deal with 
Doarrstyle levels as a one- 
dimensional problem, but the 
arbitrary geometry in Quake 
levels don't lend themselves 

to any convenient solution. 

i spent a far amount of 

time chasing the chimaere 

of perfect screen-oriented 
beam trees before setting on 
the pre-calculated potentially 
visible set (PVS} solution that 
requred so much computational 
horsepower to produce that 
we were set on the road of 
almost using supercomputers 
for game development 


Why such a monotone palette 
in Quake? It seemed such 


a step back from the more 
distinct colours of the id 
games that came before, 
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JR: The Quake p 
picked for two re, 


wanted the gragns to hav 


is of darkness oer colour, 


uid only h 
‘olours, In addition, we 


nied the game t 


be dark and 


nd greys as the 


mostly 


ude and 
1) that helped us choose 
that palette. It just matched. 


Is it true that Quake iil 
came about due to the team 
hot speaking to each other 
and only focusing on single- 
level arenas? 

JC: Quake lil was c 
from the beginning to be a 
multipt 


signed 


game, wath 


was 2 * internally th 


folowing game would ©: 


player-focused, That tumed « 


2. although we 
decoded on the game 
untl after Quake Ii! shipped. 


hadn 


Where can you see Quake 
heading in the future? 
JC: There s 2 general feeling 


that after Quake | e 4and 


[Quake Wars], the Strogg theme 
is played out, and that it may 
be worth revisiting the Cthulhu 


horror theme, but we have no 


firm plans in place 


[PC] Qhuskr 4 ven the inti te sorbose By the fg Fer rw agin, 
testeaed valtg the one pereeret ie Deaxw 2 
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£6 Quake sported 360 
degrees of movement 
and three-dimensional 


polygonal characters, 
smoothly rendered in 
real-time 97 


Also 
appeared on... 


UNDER THE INFLUENCE 


in the Quake gene pool: the original 
Half-Life runs on a heavily modified 
version of the Quake engine known as 
GaldSrc, which later became the basis 
for Valve's Source engine. And so it is 
that the likes of Half-Life 2 Portal and 
the phenomenon thet is Counte-Stike 
iso owe their existence to the series, 
While Quake // itself may wel be the 
best game to make use of its underlying 
tech, it did give rise to the likes of lon 
Storm's sci-fi epic Anachronox and the 
controversial Sowier Of Forte. In turn, 
Queke Si's engne fan LucasArts’ Jedi 
Outcast and Jed! Academy, and went 
on to power the first release in a little 
series called Cai! Of Duty Carmack and 
crew done good. 


THE QUAKE SERIES broke new ground 
with each title, contributing to the 
underlying workings of 2 slew of the 
biggest names in the genre today. For 
a Start, two of PC gaming's biggest 
ever titles have their engine DNA firmly 
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From its contributions to the FPS genre = beth 
intentonal and inadvertent - and the explosion it 
caused in the world of online multiplayer, to the 
community it spawned, Quake's impact on computer 
and videogaming cannot be overstated 


Quake 99 (1997) 
While its predecessor had 2 
plot that seemed to have been 
constructed by throwing darts 
at @ board with words ike 
‘nais’, ‘slipgate’ and ‘Cthulhu’ 
randomly strewn across it, 
Queke I actually had what can 
safely be called 4 storyline, 
without having to invoke any poetic kcence. Here we 
saw the introduction of the very angry, very violent 
Strogg, @ race of cybernetic aliens who attack Earth. 
Not groundbreaking stuff, but it did introduce us 
to Bitterman and gave pleyers a sense of purpose 
beyond ‘kil all that moves 
On top of this, Quake Jl also saw the brains at id 
Software making leaps and bounds ahead af the 
original when it came to actual challenges im the 
levels. No more were we linvted to simply finding 
colour-coded keys to unlock doors; instead, trys 
time round players were tasked with cornpletng 
plot-significant goals and solving puzzles that could 
see them altering the level environments to make 
it through to the end. Players had to access new 
areas by, say, flooding locations with water, using 
giant lasers to blast open new paths, or moving huge 
pieces of machinery to progress through the maps. 
What's more, Quake JI also introduced the novel 
concept of revisiting previously completed levels later 
in the game through the use of a central hub system 
= not entirely novel in gaming, but it did Break away 
from the Strictly tnear routes that gamers were used 
to taking through their first-person shooters. 
The game's multiplayer component also saw 
& major leap forward from id's previous titles, 
now allowing Wo to 32 players to take pert in its 
deathmatch frenzies. Thanks to the innovative new 
tech running under the hood, and its combination 


of unprecedented graptecal standards, outstanding 
level design and unparalleled online play, Quake if 
went on to be yet another smash hit for id, selling 
well over a million copies, Two official but third-party 
expansion packs were released, and thanks to id’s 
Propensity for eventually releasing source code into 
the vids of its cormmunity, the game has seen some 
Gutstending mods and other user-generated content, 
including a full remake of the original Doom in the 
Quake I engine 

Despite Quake 4 naturally holding the top spot when 
it comes to technological prowess, it is Quake I! that 
remains, for many, the game that offers the pinnacle of 
the series’ sngie-player experiences. 


Quake 999 Arena. (1999) 
Quake fil Arena is emblematic 
of where FPS gaming was at 
the turn of the millennium. In 

@ passitly daring move, but 
one that turned out entirely 
justified given PC gaming 
trends of the late Ninetes, 

id Software released 2 major 
mainstream ttle that didn’t possess any single-player 
campaign whatsoever. It boldly made the move to 
turn Quake fil into the online multiplayer game of 
choke, and it succeeded, thanks to the game's fast, 
smooth action, an underlying network protocol that 
functioned Detter than ever before, the same ease 

of finding online servers or setting up your awn, and 
the outstanding ‘awards’ syStem that has come to be 
imitated by countess releases since. 

Awards were marked by symbols appearing above 
your character's head, representing such thinas as 
your accuracy, your ability to score 100 frags, and an 
appropriate icon if you'd managed to humilate another 
player Oy kiling them with the gauntlet. 

We can't cover this without mentioning its 
expansion, Quake iil: Team Arena This was the 
game of choice for those more into Quake His 
teen-based modes, and added more came types 
beyond the standard deathmatch and capture the 
flag atferings. It included al-new levels and character 
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SERIES HIGHLIGHTS 


ROCKET JUMPS (L_@ 
2 = 


Poin 
@ THIS INADVERTENT INCLUSION 


to the senes made for some interesting 


moments in Quake's single-player Soi 
campaign. In multiplayer mode. 
however, you were nothing withaut it. 


Ik from the mould with a bright and 
colourful palette miles remo from 
| predecessors. Whether you 
it or hate it, e 


its 51 


low 


models, some additional weapons, and was anather 


winner for id. 


steworthy thing to mention about Quske Iil's 
gca leap forward: that, for the first trne 
je senes, and for the first tne in many garners’ 
experiences, the player models were made up of 
three distinct parts, with head, torso and legs all able 
to move independently. Thus, ple 


could actually 
See where opponents were aiming at any point, even 
¢ they were running in a different drecton, giving 
mMportant visual clues for high-level play. Additionally, 
Quake Ii! allowed ers to choose models named 
Boom, Ranger and Strip, which represent characters 
fi , Quake and Quake I respectively 
Admittedly a surface-level ‘feature’, but a pleasing bit 
of fan servi onetne! 
More on the tech si is the outstanding bot Al 
to be id's finest yet, and the best many 
5 had ever seen, Players could use a GUI to 
order ther Al-controlied team-mates around, but it 
aso possible to verbally issue commands and 
t spoken responses in return. And they weren't 
ducks when it came to verbal abuse, either 
e bots responded very specifically to taunts and 
trastrtalking. Mare importantly, they would learn and 
mMprove their garne as they were exposed to your 
play style and habits. The more one played a particular 
the better the bots would become - in fact, you 
= tual AL pa’ wing in size 
ec 


m Do 


could see the 
on your hard or 


finding file g 


SUBMARINERS 


@ THANKS TO EVEN more of its 
trademark graphical wizardry, id 


iS to its games, complete with 


@ SOGREAT TO get tt; 
when you hear it going to someone 
else. The Quad Damage power-up 

is a Series st 


multplayer h 


re introduced proper underwater 


awesome inn 


tion. 


0 terribl 


— not to mention a ser 
ly oral gaming perance 


id game, there was, of course, a large 

ig scene surrounding Quake Il, and one of 
orthy releases has to be Rocker 
Arena 3 Sure, Rocket Arena had been around since 
its first tterabon was released for the original Quake 
in 1997, but it was Aocket Arane 3, making use of 


al the newtengied engine 


the most note. 


stood out, Its amazingly populer Clan Arena mode 


‘tually developed a vast player community, which 


Quake iif experience 

Quake Jil is still played by gamers the world over, 
Gue in no small part to the free brow: 
Quake Uv ee the ‘Also appeared on’ bowout) 


Quake 4 (2005) 

In a departure from the Quake iif 
formula, Qu ped by 
Raven Software, took players back 
to the Quake Ii storyine, with the 
cybernetic Strogg returnin: 
the chief antagonists. The reality, 

5 that Quake 4 had 
arquably the least impact of all the 
S in the Senes, a5 t wes Dased on the engine 
had already been seen and played in Doom 3 Ove’ 
whereas the previous releases in the series marked 
giant leaps forward for games, impressing with their 
innovation, Quake 4 was, unfortunately, just one smal 
step. Due to its level design and idard sci-fi setting 


ased port, 


however, 


ute 


WE LOVED THIS in Quake I. After 
being taken down, some enemies 
were still able to fire off a few sh 
you while on the ground. A simple but 


@ A DEATHMATCH FUNDAMENTAL 
this name for a multiplayer kil has 
since gone beyond just the Quake 

id entered into standard 
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@ YEP, THE THIRD Quake game 
tossed aside the idea of a single-player 
at campagn and instead focused itself 
entirely on how best to allow human 
beings to simulate kiling each other. 


THAT SOUNDTRACK 


@ THE MUSICAL TALENTS of Nir 
inch Nails and Sonic Foundry saw the 
earlier Quake titles feature tunes that 
many fans stil include in their iPod 

ists to th 


t's easy to see how it could just as easily hav 
named Doom 4, 

. ” says John Romero, “id hed three big 
franchi Volfensten Doom and Quake 
Each one was different. But with Quake Il they crossed 
ing biomechanical 


enemies, and making the player more of a big, badass 
space merine. With Door they made the game very 
dark ike Quak I think they started to muddy both 

s. When Quake 4 was released, | was playing it and 
t some point | said: ‘Il don’t even know if I'm playing a 
game.’ Ive heard that id is pondering 
going deck to the origi y-themed design, and | 
agree it’s a much better direction for the series.” 


ania: 


2(PC)II yee tfooeghtt Qhenk ves innpensaion. lot bana far idl conve in cry yrs: 
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HENK ROGERS AND THE MAKING OF GAME BOY TETRIS 


& 


Alexey PaJitnoy may have created Tetris but 
it was Bulletrroof Software's Henk Rogers who 
battled through Soviet Russia and Nintendo 
boardrooms to bring the dame to the masses. 
Ashley Day puts the Pieces together... 
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“1 first saw Tetris at the Consumer Electronics 
Show in Las Vegas, 1988,” says Henk Rogers, 
the man who had already changed the 
gaming world once by Introducing the RPG 
to Japan with Famicom’s Black Onyx. Little 
did he know that he was about to do it again 
by taking an amazing new Russian puzzle 
game and embarking down a path that would 
eventually bring that game to the masses. “I 
was going to trade shows looking for games 
to bring to Japan. Most of the games, you 
really can’t get a feel for how they play in 
such a short time. You stand in line, it's your 
turn to play, you play a little and then you 
move on. Well by the time I'd played Tetris 
for the fourth time | realised | was hooked. | 
started going after the rights there and then.” 
Before getting involved with the Game Boy 
edition, Henk secured the console rights to Tetris 
and produced a Famicom version for Nintendo. But 


"Il was Unannounced, 
harrened in the 


weren't surrosed to talk 


initially, its success was far from assured. "That 
Christmas, Tetris had come out and | thought it 
‘was going to be a great opportunity,” remembers 
Henk. “But for a game to become a hit you realty 
have to sell about 100 to 200 thousand in your first 
order, and I'd managed to get 40,000. That's not 
even worth making. | went to [Nintendo president) 
Hiroshi Yamauchi and | said, ‘Listen, | think | have 
one of the greatest games of all time here. | don’t 
know what I’m doing wrong, maybe it's my sales 
guy or my marketing guy is ineffective, whatever, 
but it’s off to a wrong start and | need your help, so 
can you do something for me?’ 

“He called in Miyamoto and seid ‘Is this really 
@ great game?’ and Miyamoto replied ‘All of your 
accountants and secretaries are playing this game 
on their lunch breaks and after hours every day. 
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It's a great game!’ So then Yamauchi called in 
Hiroshi Imanishi, who was the number two, and 
said ‘Il want you to have our sales guy call every 
distribution company and tell them to order more. 
I'm going ‘Wow! There’s some serious action 
going on there,” 

Yamauchi's typically fierce business acumen 
netted Famicom's Tetris another 30,000 orders, 
bringing the total number up to 70,000, which was 
still some way off the minimum 100,000 orders 
needed to generate a hit. With so many excess 
cartridges in production Bulletproof would have to 
start slashing prices or dumping stock altogether 
by January, a resort that Henk simply couldn't 
afford to take. “If 2 game goes into dumping and 
is sold for less than it cost then you're basically 
screwed!” exclaims Henk. “Nothing has ever 
come back from that situation, So | called my sales 
guy and got him to call the distributors saying 
‘This is not a game that sells quickly. Hold onto 


never 
v Ou 
to anybody" 


your inventory because it will come back!’ This 
was something unheard of, and some of the stores 
actually did sell out by February and eventually 

all the stores were screaming for the game. We 
ended up selling 2 million.” 

If this situation wasn’t stressful enough, Henk 
arrived in Russia that same February, uninvited yet 
determined to grab the handheld rights to Tetris 
for Nintendo's Game Boy platform. “That was my 
first time there and it was my reason for going. In 
February, with a tourist visa, ! landed in Moscow 
and started looking for Electronorgtechnice. And 
twas unannounced, which never happened in 
the Soviet Union, You weren't supposed to talk to 
anybody, let alone do any kind of business with 
anybody, and this was a government organisation. 
| walk into this place unannounced and they're 
going “who the hell are you?’ | ssid, ‘I'm the guy 
who publishes Tetris in Japan. | want to talk to 
somebody about it.’ The guy, Mr Belikov, who 
ended up negotiating with me eventually got 


yOu 
=OO 
ae 


Oo0 


Co) =) =) el f=) (=) 
Zc): 3 
SO R808S 
“OBOO08 


DIGITAL h MAGAZIN 


thes | Teertesine arent 


SES LE FA 
‘abways pays oft il you airning for thase really high scores. 


ofojoy-f-iririrg 


Sri WRN 


HENK ROGERS AND THE MAKING OF GAME BOY TETRIS 


BLOLAN 


The 
outside 
world 


Henk Rogers | recalls Alexey 
Pajitnov's fi first trip to » Japan 


“HE DIDN'T HAVE any first-hand 
knowledge. The first time | brought 
him into Japan and we went into: 
a supermarket, his jaw dropped. 
His reaction was like ‘Oh my God!” 
that this could possibly exist. If you 
wanted an apple in Moscow you 
had to stand in line with a hundred 
people and wait for them to call 
you up. You had no choice. And 
there's no sign in that window saying 
‘apple for sale’, Word gets around 
and when you see people queuing 
you know there's something for 
sale there. Now here he was in a 
supermarket surrounded by piles of 
fruit, and people could just pick the 
‘ones that they wanted. And these 
were ordinary people. They weren't 
rich and it wasn’t & movie set. Up till 
then he kind of thought that all these 
things were like movies; they didn’t 
actually exist, they were just props in 
_a movie, But then he realised, oh my 
God, all that stuff you see in a movie 
actually exists, | think there were 
tears in his eyes.” 


into a tot of trouble for meeting me. They grilled 
him! They said, ‘how did you get in touch? You 
must have had secret communication with him.’ 
They bugged his room and listened in on his 
conversations, to find out how the hell he found 
me when, actually, he had nothing to do with it.” 
So how did Henk manage to track down the 
owners of Tetris against such resistance and 
suspicion? “| rented an interpreter and a car with 
a chauffeur. In retrospect, she was probably 
KGB. She knew everything ebout everything and 
already knew who | was and what | was looking 
for. She would have the answer to my questions 
before I'd even asked them. So, they drove me 
to the Ministry Of Software on the Thursday, the 
day after I'd arrived, but she wouldn't go in with 
me. | said, ‘Why not? What are you talking ebout?’ 
She said, “You don't have an invitation. You're not 
supposed to go in there, And | can’t go in there,” 
‘But you're my interpreter’, | said. Then I thought 
‘Well, | didn’t come all the way to the Soviet 
Union, thousands of miles, to be stopped by a 
a) door,’ So | just walked through that door. | said, 1 
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“A little while later, somebody came down the 
stairs and asks ‘who the hell are you’. | explain 
and say ‘| publish the Nintendo version of Tetris 
in Japan’. And he says... ‘We never sold those 
rights to anyone’, Well, holy crap! | had 100,000 
cartridges in manufacturing, which means that I've 
borrowed 2 million dollars from the bank, using 
all of my in-laws’ land as collateral, and it turns 
out I have to bury those cartridges. | was really 
screwed... There was no way | could pay them 
back. So | said ‘Listen, | want to talk to somebody 
about it. And sure enough the next day | was given 
the third degree for three hours. Again, there were 
the guys from the ministry, the guys from KGB 
and there was [ Tetris creator] Alexey Pajitnov. He 
was in the room! The ministry knew nothing about 
the game and the only one who knew anything 
about it was Alexey. | could actually have a decent 


"T rented an interpreter and a car 
with a chauffeur. In retrosrect, the 
interrreter was Frobably KGB" 


conversation with him about it. | was the first guy 
he met from outside the Soviet Union that actually 
understood anything about the game at all.” 
Henk’s’ friendship with Pajitnov, and his 
persistence with Electronorgtechnica, eventually 
paid off and he returned to Japan with the rights 
to produce the first officially licensed handheld 
adition of Tetris, which would be programmed by 
Nintendo. “! came up with the innovation of which 
buttons to use,” says Henk. “I thought that | had 
to make the interface s certain way, to match the 
way the PC game worked. The way the PC version 
worked, you have a left, a right, the middle button 
is rotate and then the space bar is hard drop. So 
if you flip that and transfer it to the little Nintendo 
controller, you've got left, right, pull down to 
rotate and then the fire button will give you a hard 
drop, That's how it translates, and | thought that 
didn’t make sense, that the movement of the piece 
should all be on the left hand and rotation of the 
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piece on the right hand. | asked my programmers 
to make it that way but when we sent it to QA 
everybody hated it. But of course, if you're in the 
middle of playing a game and all of e sudden the 
gas pedal and brake are reversed then nobody 
can handle that. And, in fact, that’s exactly what 
Nintendo did, putting the movement and drop on 
the D-pad and left and right rotation on the two 
buttons. They also added a soft drop to the D-pad. 
And that was one of the complaints about it, that 
you'd move left and right and every once in a while 
accidentally hit the down button and cause a hard 
drop. But Nintendo added the soft drop so it would 
only drop a little faster rather than instantly. You 
could still control it after hitting down by accident.” 
Porting Tetris to Game Boy should have been a 
simple affair, but there was another complication. 
“The approval was meant to be done on a Friday 
and then the game would go to mastering on the 
Monday, so there really was no time,” recalls Henk. 
“So on Friday | get the game and I'm playing, on 
a Game Boy, and it feels like one of the pieces is 
coming up more than the others, It’s supposed to 
be random, a one in seven chance of each piece 
coming up at any given moment. So | told my QA 
guys, ‘Give me the statistics on how often each 
piece comes out.’ And, sure enough, it turns out 
that one of the pieces is coming out twice as often 


Block Rocking Beat. 


Henk eaes oie the origin of that catchy Tetris theme tune | 


“THE THING ABOUT music is that there 
are rights issues [with licensed tracks] 
or you have to create something good 
enough, so | told my guys ‘Find me a 
Russian folk song’, because those | things 
are free, they're public domain. And the 
fact that they’ve lasted hundreds of years 
means that they must be good, And yet 
people in the west haven't heard them as 
much as the people in Russie have, so let's 


as the rest. So | called Nintendo and said, ‘This 
is unacceptable. The Russians are never going to 
allow this!" 

What Henk wasn't telling Nintendo, is that the 
Russians didn’t actually require final approval. 
“| pretended, because the rights came from me, 
that | had to get approval from the Russians, 
which | didn’t because no one there knew a damn 
thing, and we didn't have the time to send them 
the game then wait for a reaction to come back. 
But they didn't understand the game anyway, 
50 it didn't matter.” Instead, Henk relied on his 
own instinct. "There really is no other game 
that requires @ real random number generator,” 
he continues. “If one too many stars come up 
in Mario nobady is ever going to know it was 4 
mistake, it just seems like the game was designed 
that way, but in Tetris you'd know. So Nintendo’s 
programmers came to my office in Yokohama 
from Kyoto, two guys come in and we sit there 
and think of how to fix it. For them to write a new 
random number generator on Saturday, ready for 
mastering on Monday was unthinkable. So | said, 
‘It’s piece one that’s coming up twice as much 
as the rest, so this is what you do, When you roll 
a one it means it’s piece one. The next time you 
roll a one, you add one. The next time you roll a 
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give it a shot. We tried it and it was okay, 
people didn’t object to it. And it ended up 
becoming a “have to have’ together with 
Tetris; people started identifying the game 
with that music, which is a good thing. But 
it tums out that they weren't all folk songs. 
One of them was a soldier singing to his 
girl while he’s fighting, hoping that he'll 
make it back. If I'd have known what the 
words were... | had no idea.” 
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one, you add two, and so on. That way the error 
in the random number generator will be spread 
across all the pieces.’ So that's what they did and 
then you couldn't tell that it wasn't random. So | 
approved it and they went back very happy.” 

And with that, one of the greatest handheld 
games of all time was completed. There’s a little 
epilogue to Henk’s Tetris story; the staggering 
decision to give away this fantastic game for 
free, to everyone in the west who bought a new 
Game Bay. “| think | was in Redmond talking with 
Nintendo in January and it seemed like Game Boy 
was the best platform for Tetris, they were made 
for each other. [Nintendo's US president] Minoru 
Arakawa said ‘Why shouldn't! pack in Mario?’ | 
said ‘Well if you want to sell Game Boy to little 
boys then pack in Mario but if you want to sell 
Game Bay to everybody then pack in Tetris." 

And that's exactly what happened. Game Boy 
and Tetris went hand-in-hand, and wath sales of 
30 million, they put both game and hardware 
into the collective consciousness of a generation. 
Henk Rogers now runs the Tetris Company 
alongside Alexey Pajitnov, licensing Tetris and 
standardising its rules for future generations. 
24 years after Henk first got hooked on Tetris, 
it seems he still can’t put it down. 
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Back in 1988 I was 
programming games 
on my Apple Ile, and 
only a fow yoars 
earlier Super Mario 
Brothers came along 
and changed the 
universe. | |v 
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KONAMI STRUCK GREEN OIL IN 19 1 WITH A COIN-OP 
ABOUT A FROG THAT STRUGGLED TO SWIM BUT WAS t 


CLEVER ENOUGH TO EXECUTE THE GREEN 
BETTER THAN DAVID PROWSE. 


CROSS CODE 
NOW OVER 30 YEARS OLD; 


WE LOOK BACK AT THE FROGGER SERIES. WE GUARANTEE 


IT’LL BE RIBBETING.. 


he exact moment we 

entered the golden age 

of videogames Is often 

debated, Many place the 
entry point around the early Eighties, 
pinpointing 1981 as the exact date, 
and this is because 1981 was a 
great year for games. It marked the 
release of some of the most classic, 
revered and popular coin-ops ever 
created, but it also represented 
an important turning point for the 
medium. While hugely popular 1980 
games such as Missile Command 
and Defender ~ landmark shooters 
with challenging gameplay and 
unique controls to test the skills 
of experienced gamers — showed 
us how far games had come, 1981 
showed us where videogames were 
heading: a colourful era of original 
titles designed to be accessible to 
everyone, of any age and ability. 


Moving eway from these stern 
themes of space, racing and 
shooting, many arcade games began 
exhibiting quirkier gameplay and 
colourful cartoon graphics. As a 
result, new demographics began 
playing them, and this, in turn, 
fuelled their popularity and profitably 
further, Pac-Man is largely credited 
for kicking off this trend in 1980, its 
eating theme famously selected by 
its creator, Toru lwatani, because he 
felt food was something that would 
appeal to female gamers. 

Even with this in mind, to say 
it puzzles the brain why Frogger 
became such a massive hit back in 
the day is a fair question. Frogger's 
premise hardly sounds the most 
exciting of videogame scenarios; cs 
help a frog cross a dangerous 
stretch of fivetane motorway and 
then negotiate an equally perilous 
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stretch of croc-infested river. It 
basically boils down to helping 2 
frog cross the road. The original 
title with which Konami wanted to 
christen Frogger, before the game's 
publisher, Sega, intervened and 
saved the day, dogs a pretty good 
job of explaining how dull a concept 
that could quite easily have been: 
Highway Crossing Frog. 

But Frogger was anything but 
boring. The playing field was an 
ever-shifting grid of obstacles and 
danger, and the assured grid- 
based movement was simple and 
uncomplicated, It was a game 
that required good timing and 
judgement more than dexterity, 
and that made it accessible to 
beginners and gamers of any skill. 
Moreover, being responsible for one 
of the diminutive green creatures, 
as odd as it sounds, may have 
also contributed to its success, 
as it offered a more emotional 
attachment for players. When a 
ship blows up in a videogame, you 
are saved the sight of the inside 
of the painful coffin of fire and 
crumpled, molten metal for the 
poor virtual pilot. In Frogger, you 
couldn't escape the grim effects 
of your actions; collision with a 
speeding hunk of metal resulted 
in dead frogs and you left feeling 
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the effects of your failings as you 
witnessed the really quite abstract 
death animation, which showed 
your frog turn into a bloated purple 
ball before finally becoming a pee- 
coloured skull and crossbones. 

As videogames grew in 
popularity throughout the Eighties, 
80 videogame merchandising 
begen appearing, and Frogger’s 
success made it an obvious target. 
The slippery green star got his 
own board game courtesy of 
Milton Bradley, which was actually 
a fairly decent replication of the 
videogame, as well as a record by 
musical duo Buckner & Garcia titled 
Froggy’s Lament. It featured on 
their 1982 concept album Pac-Man 
Fever and contained the inspired 
lyrics: ‘Froggy takes one step at a 
time. The way that he moves has 
no reason or rhyme.” 

Frogger the character appeared 
on US telly too, alongside fellow 
geming celebrities Donkey Kong, 
Q*Bert, and Pitfall Harry, all of 
which starred together in the 1983 
C8S-produced animated show 
Saturday Supercade. In the show, 
Frogger spoke and wes portrayed 
as a Newspaper reporter who 
had to venture out looking for 
decent news stories while under 
constant pressure from his boss. 
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But while Pac-Man and Donkey 
Kong garnered similar levels of 
pop culture attention, one thing 
seperating Frogger from its peers 
is that it didn't receive an arcade 
follow-up, Well, not straight away. 
Instead he got a late 1984 home 
sequel by way of Frogger Ii: 
ThreeeDeep!, which was released 
for the ColecoVision, Atari 2600, 
5200 and C64, 

Frogger Il: ThreeeDeep! stuck 
close to the formule of the arcade 
original, but its level design was 
slightly more abstract. Clearly its 
designers were struggling to think 
up ways to add variety to Frogger’s 
simple dodge-the-traffic concept, 
and this resulted in a schizophrenic 
trio of levels that contradicted their 
own set of rules. For instance, 
the first stage, which the manual 
explains is set underwater, saw 
Frogger able to move freely in 
water while avoiding contact with 
fish and alligators in order to safely 
reach the logs at the top of the 
screen, On the second stage, water 
became deadly again, and our hero 
is now inexplicably able to hitch 
ride on the same alligators he had 
to avoid in the first stage as he 
tries to hop aboard a rubber dinghy 
that is being towed by a tugboat. 
The final stage is the wackiest of 


them all. Set in the clouds, it sees 
Frogger trying to hop through the 
sky, avoiding birds and dragons. 
We won't even try to get our heads 
around why he would be doing this. 
After a long absence from 
gaming, Frogger finally resurfaced in 
arcades. Ribbit!, which was released 
by Sega in 1991 to celebrate the 
series’ tenth anniversary and marked 
its final arcade outing ~ unless you 
count the Frogger ticket-redemption 
machine released by Eugene Jarvis'’s 
company, Rew Thrills, last year. 
The notable thing seperating the 
gameplay of Ribbit! and its arcade 
parent is the fact that the objective 
changed focus to helping Frogger 
eat up all the flies, wasps and 
sometimes even crabs that appear 
on screen, The stages now took 
the form of single-screen arenas 
while the gameplay had more of 
8 mini-game vibe to it — one level, 
for instance, sees you collecting 
fish while being cautious of getting 
drowned by waves lapping against 
the shore. Apart from this, it was 
classic Frogger gameplay all the way. 
Taking another giant leap between 
subsequent releases, 1997 saw the 
release of the next title, Released 
on the PC and PlayStation, Frogger 
was 8 neat 3D revamp of the 
original, featuring a nice angular 
art style and gameplay that served 
up a real challenge for experienced 
players, The next year and Frogger 
made a peculiar backwards leap 
to the Genesis and SNES. Despite 
coming enshrouded in the same 
PSone Frogger box art, all the 
games differed, Genesis owners 
received a decent port of the 
original 1981 arcade game, which, 
pushing 17 years old by this point, 
likely went down with the kids like 
garlic-flavoured dog burps, while 
Super Nintendo owners received 
a colourful revamp of the original. 
The games do hold the honour, 
though, of being among the very last 
released for both 16-bit consoles. 
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As we waved a final farewell to 
the Mega Drive and Super Nintendo, 
so CD-ROM-based consoles and PC 
gaming came further to the fore. 
The PlayStation Frogger remake 
was quite a big success for its 
publisher, Hasbro = according to 
some sources, it shifted over 3 
million copies in the US, outselling 
hits like Driver and PaRapoa The 
Rapper ~ 80 as 4 result 4 sequel was 
duly greenlit. Of course, realising 
that it couldn't really resell the 
revamped Frogger concept again 
80 quickly, Hasbro, with the help of 
Blitz Games, came up with a new 
direction for the series. 

The result was Frogger 2: 
Swampy’s Revenge, a sequel that 
melded the look of a 3D platformer 
with the classic dodge-the-hazards 
gameplay, The main aim was to 
successfully get Frogger to the end 
of each stage in as fast a time as 
possible, with a second goal to save 
five baby frogs scattered around 
each stage ~ a concept that was 
first applied to the sadly unreleased 
Frogger prototype for the Game 
Gear. The levels had a single clear 
route through, similar in approach 


to a board game, but the 
path was loaded with 
dangers and obstacles to 
avoid. Many of the stages 
also referenced popular 
culture = one minute you're 
helping Frogger escape 
Indiana Jones-style booby 
traps; the next to dodge 
obstructions and enemies in 
a luminous, Tron-style level. 


In 2000, the same year as 
Swampy’s Revenge was released, 
Konami also put out the Game 
Bay Color sequel Frogger 2, a solid 
follow-up that served up more 
classic Frogger gameplay. The 
most notable aspect of the game 
is it allows players to swap control 
between Frogger and his girlfriend 
Lily, although neither seems to 
have any unique attribute beyond 
their appearance. As well as this, 
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@ secondary optional goal was 
introduced to the gameplay in the 
form of collecting diamond pick-ups 
scattered around the stages, adding 
a bit of replay value to proceedings. 

In 2001, Konami introduced a 
spin-off series called Frogger’s 
Adventures, Three games make up 
the series and all share pretty similar 
gameplay. The first two were GBA 
exclusives, Temple Of The Frog 
(2001) and The Lost Wand (2002), 
while the third and final episode, 
The Rescue (2003}, appeared on the 
GameCube, PC and PS2. 

The GBA titles were bright, 
colourful, top-down platform/ 
puzzle games clearly aimed at kids, 
despite the fact that they were pretty 
challenging. Their gameplay required 
players to study the levels and note 
the motion of moving platforms and 
fixed patrols of enemies to carefully 
nudge Frogger to safety, while 
stage completion in Ternple Of The 
Frog rested on collecting a number 
of elementals, an idea that was 
dropped for the sequel. The stages 
in both games were all themed, tied 
together with a passable story: in 
Temple Of The Frog, Frogger has to 
hop through various stages based 
around four elements to save his 
swamp, and in The Lost Wand he 
must find the scattered shards of 
a wand by visiting magical worlds. 
Boss fights in The Lost Wand were 
also introduced. Well, categorising 
them as fights is a stretch, as they‘re 
more neat timing challenges for 
Frogger, with tasks such as stealing 
a shard of wand using his sticky 
telescopic tongue from a dozing 
dragon 83 squawking birds try to 
disturb him. In The Rescue, the 
concept and gameplay follows 
a similar path, but appearing on 
more powerful machines naturally 
means it looks better. Its level design 
also leant slightly more towards 
puzzle-solving than simply dodging 
obstacles and enemies. 
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In the same year that The Rescue 
was released, Konami could be 
seen to further experiment with 
the Frogger franchise, but it was 
to forgettable effect. The genre- 
hopping began with the side-on 
GBA platformer Frogger Advance: 
The Great Quest, a side-scrolling 
platform game that bore a very, 
very loose visual likeness to the 
Donkey Kong Country games — 
it has similar 3D-ish character 
models, though not as pretty. Add 
forgettable peripheral characters 
to converse with, and our hero 
acquiring a few new skills during 
his quest, such as an awkward 
double jump and the ability to puff 
his chest up to float gracefully 
from jumps, and it’s your standard 
platform game starring an 
anthropomorphic animal. Frogger 
Advance: The Great Quest isn't 
terrible, just terribly average, but it 
is notable for being the first Frogger 
game to shun the grid-based 
movement of previous games, 

In spite of sharing a similar title 
and the same plot — Frogger is 
looking for a princess to rescue 
so he can force his lips on her on 
the off chance that he might turn 
into a handsome prince - the PS2 
and PC game Frogger The Great 
Quest, released the following year, 
was a completely different game. 
It was a 3D platform/adventure 
romp that saw our amphibian hero 
doing a bad Mario 64/ Banjo-Kazooie 
impression, complete with collect 
quests, power-ups, boss battles and 
forgettable sub-characters. Sadly, 
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Such was its popularity, following its 
release Frogger soon found itself as 
the facus of cameo appearances, 
references and merchandise, We take 
4 look at our favourites 


As well as Donkey Mang and Defender 

(also released in 1987), Milton Bradley 
released a board game adaptation al Frogger 
it's basically a versus game that sees two 
players racing lo get three frags fram their 
side of the board to their opponent's. With 
logs and traffic lo negotiate, it's pretly festhful 
to the original. 


featured an episade 
entitled "The Fragger’. 
Init, George is trying 
to purchase 3 Frogger 
arcade machine from 
8 shultering pizzeria. 
The problem is he set 
the high score years 
ago, and is concerned 
that if he unplugs the 
machine @ will be 
wiped The episade ends, apprapriately, with 
the machine getting destroyed by a truck as he 
tries lo cross the rnad with iL 


Musidans Buckner & Garcia were inspred 
by Frogger when writing their song Froggy’s 
Lament. Il appeared on their videogarne: 
inspired concept alburn, Pac-Mon Fever. 
Michael Jackson aiso owned a Frogger arcade 
machine, and it was ane ol the many cabinets 
that went up for auction just before his death, 
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repetitive, moss-shaded levels and 
clunky controls make it 8 pretty 
dreary experience and not a patch 
on the games that it's clearly trying 
to imitate. It is great, however, if 
you ever want to find out how many 
different shades of green there are. 
Possibly coming to realise that 
allowing Frogger to move freely 
took away much of what made 
the character unique — after all, 
frogs hop to get around, and 
what they don't do is get up on 
their hind legs and walk off on 
adventures ~ the next release, 
Frogger Beyond, reverted back to 
methodical platform gameplay and 
simple nudge controls. Taking place 
over eight distinct worlds, Frogger 
Beyond saw Frogger coming of 
age and having to endure some 
kind of deadly rite of passage. It’s 
an passable sequel, better than 
The Great Quest, and introduced 
a smattering of new power-ups to 
keep things interesting, including 
Ghost Frog invisibility), Feeding 
Frenzy (allows him to eat his foes) 
and the imaginatively titled Speed 
Up (which, uh... sped him up a bit). 
It’s at this point we start getting 
into some murky waters for the 
Frogger series. In 2003 the GBA 
got its final Frogger game in the 
form of Frogger’s Journey: The 
Forgotten Relic, @ top-down Zelda 
esque RPG with tenuous links to 
the series. It baffles the brain why 
Konami felt the need to release a 
Frogger RPG, especially considering 
that one of the worst aspects about 
the previous story-based games 


was their actual stories. Therefore, 
it comes as little surprise that @ 
Frogger game with a main focus 
on telling a story fails hard. Clearty 
trying to return to the Frogger the 
adventurer scenario that came to 
the fore in The Great Quest, 
Frogger’s Joumey looks nice but 
ultimately doesn't feel like a Frogger 
game, and so the association feels 
8 tiny bit cynical. 

In 2005, the Frogger series wes 
entrusted to Hudson Soft — not a 
bad fit, too, considering that the 
company created the Bomberman 
series, which if you stop and think 
about it isn’t a million miles away 
from the grid-based gameplay of 
Frogger. But in spite of this magical 
on-paper pairing, Frogger: Ancient 
Shadow was a disappointment. 
Released on the PlayStation 2, 
Xbox and GameCube, it’s basically 
@ similar game to the Froggers 
Adventures senes, as it uses & 
control schame very close to that 
of The Lost Wand - essentially, 
you use the shoulder buttons to 
turn your frog on the spot, while 
jabbing the D-pad nudges him 
forward one square. However, 
while this similar control setup 
worked quite well in a top-down 
2D playing field, it just becomes 
overly complicated and frustrating 
when coupled with an additional 
dimension and the game’s twitch, 
timing-based gameplay. Wrestling 
with controls and witnessing death 
repeatedly as a result, this is one to 
avoid, And if you want to see just 
what a bad job Ancient Shadow 


does with the Frogger legacy, 
Hudson kindly included the 1981 
original on the disc @s @ bonus to 
show you. 

The previous Frogger's 
Adventures series of GBA games 
contained moments of fun and 
entertainment, and so the release 
of the DS marked a perfect 
new platform for Frogger 
to emigrate to. Konami 
certainly thought so, 
wasting no time in 
getting the series onto 
the handheld in 2005, 
the same year it was 
released in Europe. 

The first DS and PSP 
release in the series was the 
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terribly named Frogger: Helmet 
Chaos and was basically another 
Frogger’s Adventures-style affair, 
but with prettier 3D visuals and 
More imaginative and larger levels. 
It also contained a neat 3D remake 
of the original arcade game that 
played across the console's dual 
screens, allowing the verticality of 
the arcade original. 

This was followed up with My 
Frogger Toy Trials the next year. 
As if its name and box art wasn't 
a giveaway, it was clearly aimed 
at kids, tt does, however, have a 
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Wihich {come first: ite chickenlor ine Og? 


PRODUCED INDEPENDENTLY AND released 
the same year as Frogger, David Crane's Atari 
2600 game Freeway is often compared to the 
ireffic-dedging classic, owing to its striking 
serilarties; in Freeway your task is to help 
chickens salely crass ten Lanes of traffic. We 
contacted David to ask him where he found 
inspiration for Freeway, and his thoughts an its 
serilarties with Frogger. 

“There are mary simiarilies between 
Frogger and Freeway, Because of these 
sirilarities, | am alten asked which carne first. 
In other words: who coped who? 

“The simple answer is neither. These two 
games were developed in secure laboratories 
6,000 miles apert, right around the same time 
frame, So why the similarities? They Ukely 
share s similar genes. 

“Ideas far videogames come from many 
Sources. Some spring whale from the strange 
minds of game creators = to support this | offer 
A Boy And His Blob and his vitarnin-depleted 


phanet of Blobolonia - but many come from a 
game designer's personal experiences. 

“The germ for Freeway came at (CES) in 
Chicago. To save # $10 parking fee. @ guy had 
parked a mile fram the convention centre, 
scaled a chainlink fence, and dodged acrass ten 
lanes of traffic on Lake Shore Drive, | saw hin 
ashe darted in front of the bus | was riding. [ 
remarked aloud to my seat-mete; "Now there’s 
an idea lor a videogarne!’ 

“i developed the game soon after, inspired by 
the gameplay of one of the earbest electranec 
games ever created: Space Race by Al Alcorn, 
My game had two men competing ta get {rem 
the bottom of the screen to the top through 
ten Lanes al traffic, as many limes as possible 
in. about two minutes, Three days before the 
game wes la be announced Lo the public at 
the next CES trade show, Activision CEO Am 
Levy suggested: if you change it to a chicken, 

t could hire someone to wear a chicken suit 
andrun around the convention to advertise the 


gare. Besides, it would also fit the ‘why dd the 
chicken cross the road?’ joke’ Foe thet reason 
alone, overnight it went from being a man to an 
animal, although avid cofectors can sttl find a 
version of the game showing the man. 

“So what was the inspiration far Frogger? | 
have newer been told, But is it hard to imagine 
the game's creatar nalicing a frog crossing = 
crowded sidewalk or bike path, Irying to reach a 
lake or pond? Seems likely to me.” 
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stab at the most original story in the 
series. The meat of the game sees 
you controlling @ young boy who 
buys a mail-order pet, Expecting 

to receive something cool, like a 
chainsaw-wielding puma or a laser- 
spitting baboon with an armour- 
plated arse, he’s a bit disappointed 
when a modest little frog arrives 
instead. What follows is a Pokémon: 
alike tale whereby the boy and 

his frog participate in a series of 
challenges against other pet owners. 
This is bolstered with a smattering 
of mini-games designed to make use 
of the DS's touch and microphone 
functions, including s Super Monkey 
Ball-style game that lets you steer 
your frog using the touch screen and 
race across water by blowing into 
the microphone to propel your frog 
to the finish line. 

The current hardware generation 
has seen a fair bit of Frogger activity. 
The confusingly titled 2008 sequel 
Frogger 2 was released on Xbox 
Live Arcade and, as its title implies, 
was 2 sort of extremely late arcade- 
style sequel to the original coin-op 
game, Visually it is saccharine in 
game form, but the gameplay sticks 
close to the original. It also offers 
a few neat multiplayer modes, 
including 2 genius one that allows 
you and a mate to go head-to-head 
to complete a stage in the fastest 
time. A separate downloadable 
Frogger game, Frogger Retums, 
was also released for PSN, WiiWare 
and DSiWare in 2009. It was 
essentially an affair in the same 
vein as PSone Frogger, but spoilt 
by twitchy controls, ropey visuals, 

@ soundtrack of tedious lift music, 
and an odd elevated behind-the-frog 
perspective that made it difficult to 
judge your leaps. 

When Frogger tured 30 in 2011, 
Konami celebrated by releasing a 


flurry of new games. This included 
the fun iOS and Facebook game 
Frogger Pinball, 8 surprisingly 
good virtual pinball game serving 
up a small selection of tables 
themed on Frogger staples; and 
& more traditional iOS offering in 
Frogger Decades. The latter was 
an entertaining sequel split across 
ten levels, divvied up between a 
selection of themed worlds, with 
the simple objective of getting 
Frogger safely from start to finish by 
avoiding obstacles and dangers one 
tile at a time. The levels in the game 
slowly auto-scroll, adding slightly to 
the tension, and there's also a neat 
endurance mode to see how far 
players can reach in a never-ending 
stage. Decades was followed by 
the recent Frogger 3D for the 3DS. 
We've yet to get our hands on the 
game as it hasn't been released in 
Europe at the time of writing, but 
the critical reaction so far to the 
US and Japanese releases hasn't 
filled us with confidence. It seems 
to use the same lame behind-the- 
frog perspective used in Frogger 
Retums, and adding a 3D filter to this 
= though you can, of course, opt to 
turn it off if it's particularly galling - 
is surely a recipe for frustration. 
While the Frogger series has 
dipped its toe in different genre 
pools and admirably thed out new 
ideas to stop it from looking and 
feeling tired, looking back at the 
series shows that the very best 
entries have been those that get 
the basic appeal of Frogger: solid 
controls and simple, addictive 
gameplay with that ‘one more 
go’ quality in spades. That one of 
videogemes’ simplest concepts 
is still going after 30 years is an 
impressive achievement and a 
tribute to the lasting power of the 
golden age of gaming. 


Frogger is such a complicated game that we felt we really ought to 
break down its elements to explain this 1981 gaming minefield 


This is our hera. Your ultienate gaal 
is to get five of him horne safely. He's 
green, can move im four directions, 
and that's pretty much it, 


Wet re 
E i _ 


These killing machines will either 
st in Freqger’s hares or hide in the 
water, Hitch a nde on their backs or 
watch for their gaping mouths 


*. ote 


ry 


Frogger can use the turtles asa 
temporary platiorm. Be careful, 
thaugh, because they take unbrage 
by diving underwater. 


Look out far purple frog. She appears 
an the logs and will hitch a ride on 
Frogger’s back to get hame, earning 
you bonus powits. 
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This is your goal. Get your five frogs in 
within 60 seconds to finish the stage. 
Tering it so you arrive when a fly is 
inside will earn you extra points, 


» & 
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First appearing on level 3, where they 
palral the pavement and logs, snakes 
are deadly to Frogger and cannot be 
jumped aver. 


Lo 

These are your friends. Sate, 
dependable and solid, use thern to 
gradually make your way across the 
treacherous weiter. 


Traffi 
This is the first danger Frogger has to 
negotiate. As the garne progresses, 
the traffic starts to get denser and 
faster. This then loops every 5 stages, 
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» Jet Set Radiowas rumoured 
for an update on Nintendo's 
Wii, but swch a version 
fever materialised. 


» The Latch Brothers, Guitar 
Vader and BS 2000 are just 
2 few of the artists featured 
on JSRF's soundtrack, 


RADIO FUTURE 


It was the sequel 
that should never 
have happened, but 
Sega went ahead 
and released it 
anyway. We 

grab our skates 
and look back at 
one of the best 
sequels to ever hit 
Microsoft's Xbox 
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THE BACKGROUND 
Jet Set Radio wes one of the Dreamcast's most 
exciting and innovative games. With stunning cel- 
shaded visuals and a killer soundtrack, it depicted 
graffiti as an art form and proved that, when it 
came to innovation, Sega rernained a force to be 
reckoned with. Jet Set Radio (or Jet Gand Radio, 
as it was known in the States) proved an instant 
hit with those who played it, mainly because 
there was nothing else quite like it on either the 
Dreamcast of any other console at the time. It's 
worth remembering that upon Jet Set Aadio's 
origina! release, cel-shading was a relatively new 
rendering technique 

Jet Set Radio also courted controversy, with the 
game falling foul of San Francisoo’s mayor, who 
was attempting to abolish gratfit in the city while 
Sega held a ‘Graffiti is Art’ contest just a few short 
blocks away. The winner went on to win $5,000. 

Sadly, despite attracting a cult following, Jet 
Set Radio wasn't a hit, and it eppeared that the 
Dreamcast would be its final resting place. Sega 
had other ideas, though, and during the 2001 Tokyo 
Game Show it announced that Jet Set Radio Future 
would be released exclusively on Microsoft's Xbox 


Jet Set Radio Future was announced alongside 
new iterations of Sega GT, Panzer Dragoon and the 
former Dreamcast title GunValkyne, further fuelling 
rumours that Microsoft had been trying to secure 
Sega as an exclusive first-party developer 


THE GAME 

When Jet Set Radio Future was released in February 
2002, it polarised fans of the original, mainty 
because Sega had made a number of significant 
changes to the core gameplay mechanics of the 
original Dreamcast game. The biggest difference 
wes in the ease of tagging. In the Dreamcast 
orginal, you crested your graf S — used to 
show your dominance over rival skating gangs 
~ by twisting the analogue stick in increasingly 
complex patterns to simulate the shaking of a 
spray can. This in itself created a risk/reward 
system, because you had to stand still to spray, 
allowing the chasing police to potentially capture 
you. Graffiti spots came in three different sizes 
as well, meaning you'd have to constantly return 
to the same location to complete your work while 
you shook off dogged pursuers. Jet Set Radio 
Future, on the other hand, was more interested in 
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Music man 


Hideki Naganume’s marvellous Both Jet Set Azolo Fi 


an? 


tunes add massively lo Jet Se! Radio 
Future's atmosphere, as nis unique 
mx of funk, soul and Japenese 


techno realy pumps you Up. 


Slavidown Issues. 


keeping the player on the move, so a simple press 
of 8 triqger was more than enough for your oddball 
crew of cheracters to do their thing, regerdiess of 
the size of the eres you had to resoray. 

There's & far greater ermphasis on grinding too, 
and more of a need to use tricks. Though present, 
the trick system was oretty throwaway in the 
Original game, but multiple uses of stunts 
in Jet Set Radio Future enable you to 
move faster and juno higher when 
using half-pipes. It's a nice touch, 
particularly when grinding, as it allows 1 
you to move through the huge areas 
far more efficiently. Indeed, one of the 
other nice touches of Fumune is the sneer 
depth of it. The areas of thes futuristic 
Tokyo are far larger than those in the 
Dreamcast game, and the Xbox’s raw 
power enabled Sega to fil those 

id 


Streets with far more people and 
vehicles, While gurists don’t like 
this new ‘bloated’ approach, 
we actually prefer it, 25 it puts 
@ fer greater emphasis on 
exploring the vibrant world 


2 were feleased together in the ofginal Jet Set Radio wil be 
| double peck. This disc also appearingon PSN, PC and Xbox Live 


Mbox 360s, with a few Arcade Hopefuly ths meens wel 


FUTURE CLASSIC: JET SET RADIO FUTURE 


Jet Set Radio HD 


d Sega Sega has finally announced that 


get Furure as veel. 


the onty downsides af yr 
to attach to rails whe 


We also preter the general structure of Future 
to the original. The core gameplay is effectively 
the seme — rival Gangs are taking over Tokyo and 
your gang, the GGs, are trying to reclaim territory 
~ but it’s a lot easier, This is mainly because the 
tight time limit that featured in Jet Set Radio 
has been abolished, allowing you to explore the 
city at your leisure. Another difference is the 
swerms of enemies that would attack you while 
you were desperately trying to cornplete your 
tags in the first game. Enermes now attack en 

masse only im certain marked off areas, and 
you'll have to defeat al of them, typically 
by knocking them down end tagging ther 
prone bodies, to continue. This is perhaps 
the weakest addition to Future, as it's too 
easy to dispatch enemies and lacks the 
manic urgency that was present in 
the Dreamcest original. 

Ultimately, Jer Sez Radio 


great garne, only slightly easier, 
more accessible and more 
refined - something we're 
perfectly heopy with, 


gm you couk 


Jet Set Radio re features 
the Xbox d multipyer modes thet range 
them online for from completing a kp before your 
ibis inthe opponents to keeping hold of @ 
bell for as long a5 possible. 


press 
Mowghs 


Gaming Target " 
Seore:3.3/10 


GameSpot UK 
Seore:8.7/10 
few rough 


Why 1S A FUTURE CRASS 
Jet Set Radio Future remains en excelent game, 
with @ structure that's every bit as elegant as 
its stunning cel-shaded visuals. Yes, Sega made 
concessions im certain gameplay elements, but 
they were never at the expense of fun. and fun 
is one thing that Jet Ser Radio Future hes in 
abundance. Fuelled by the same style of music -—a 
Giverse mixture that included Japanese techno, 
funk, acid jazz and rock = that powered the original, 
and fezturing plenty of fast-paced action, it's a truly 
enjoyable title that will cause you to play with a 
big smile across your face. It could be arqued 
that, by meking the sequel more accessible to 
newcomers, Sega last some of the original magic 
that made Jet Set Radio feel so special, but we 
really don't accept that this is the case 

For many, Sega was atits most innovative during 
the Dreamcast years, while Xbox releases like 
Panzer Dragoon Orta, ToeJam & Ear Il) Mission 
To Earth and GunValkyrie proved that it was still 
happy to take risks. Jer Set Radio Future may be 
over a decade old now, but age hes done nothing 
$0 diménish its beauty, style or gameplay. 
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THE COLLECTOR'S GUIDE: NINTENDO ENTERTAINMENT SYSTEM 


» Manufacturer: Nintendo » Models: NES/Famicom » Launched: 1983 Japan, as Famicom), 1985 (US), 1986 (Europe) » Country of origin: Japan 
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In 1983, Nintendo unleashed one of Japan's 
finest products to date. The Farmy Computer 
the latest 6-Dit cons 
S20, and it would become the Destselling 


(Famicom) tobe 

fe system 
available by the end of 1964. Upon its US launch, the 
tebranded Famicom, the Nintendo Entertainment 
System (NES, refuelled the country’s dying 

ogame indy 
what did Eurc 


v 


ry. Homeward bound, however, 
ans have to ge ut with the 
icorrc console? It certainly wasn't the lack of i seo 
releases, nor the fact that Nintendo really took it 
time delivering what the rest of the world was already 
talking about 

Prior to the 


xOTEC 


had been drowning in ar ocean of 


are. Atari had exh, 
verything 
while home compe 


adout 


ware could handle, 


to suffer from a heavily 


saturated market of homemade releases, Nintendo 
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There are fumencus 
hess @ Dundas cut there, 
from Super Maso Bins Pto 
the ever-popelar Super Mano 
Bee ard Duck hit cone. 


With fe roots ind-bt 
and thair open putiiateng, 
models, Codernasters 
veasn't mfaby ken on 
bending to Nintenda’t contd 


wes aware of these issues and proceeded to offer 
gamers the lifeline they had been crying out for, Ne 
only did the NES sail in weth state-of-the 
and a stunning audio chip, but also Nin 
Quality. This restricted developers to no more than five 
games for the system per year, ensuring thet foows 
placed on quality, not quantity 

With such a huge focus on hosting software of 
the highest ment, it comes as a real surprise how’ 
many games were mi avaiable. An incredible 
taby of over 1,000 distro 
the Far 


wealth of & 


tor 


on. A large majonty of these, amor 

clusive additions, went on to make up 

the 700-plus games in the American NES library. 

Europe, however, had to make do with just shy of 350 
K f cartridge PAL 

big losse: 


and even th 


including 


@ begun to ho 


inon 


the handful of exclusive PAL locelisations attainable 


cott eOe) (MALL ENON OES 
Shay ieree tres ever 


VERSION 


AS SAAS RSARARORSEDDATATRAAEE ADOT 
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@ few, these include 2 solid port of the arcade 
Sc Rodland the elusive Metroidvaria tite Ufou 
and Konami's take on a Biblical garne with Noah's Ark 
In order to aid garners wanting a better grip on the 
on-screen action, countless peripherals, which took 
ning In previous UnImMEor 


mass manufacture. White 


have since become an integral part of aamme culture 
rating Buddy, a mechanical being 
and the Pi 


pad that supp dy 
9 the pain of your hand, have both 
Decome highly desiradle items, despite their limited 
bility. While these are the premium offerings, 


ntended fer use on flight simul gar 


v ¢ es, equi 
the player to self-consciously shout Fire’ es 


time 
an enemy flew into sight. Overall, the arrival of the 


revoluticr y¥ console brought along many ambitious 
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= Mage ffesr 6veas never 
sebeccad in PAL regions, cooking 
a complete sarias collection 
frustratrgh mecestle m abton 


» The Farnicern is ane of the meat 
oned systens ewes, with hundreds 
of vorionts found on doy market 
alls eround the worl, ewun today. 


accessories that wouldn't even advance beyond the 
drawing board if pitched today. 

If the thought of shouting at your TV isn't enough 
to entice you towerds Nintendo's creation, maybe the 
import side of the system can win you over, with many 


Femicom-exclusive add-ons and releases aveiladle, For 
example, the Farvcom Disk System attached itself 
underneath the console, introducing a new disk-based 
media format upon which si ve could be suaplied. 
One of the most notable and exclusive arrivals on this 
new medium, which missed out on 4 cartridge release 
in Japan, wes Bubble Gobble. The list of unusual 
additions continues with the likes of a keyboard 
combined vith sottware to prograrn your very own 
games, 3D glasses, karaoke systems, and even a 
modem to bring the vintage hercware online 

While the majority of these obscurities were limited 
to Jagan, the UK also had its fair share of intriguing, 
albert unlicensed, additions. British software developer 
Codemasters released 2 handful of games for the 
NES, al of which were released without an official 


licence. Without the authentic development hardware, 
an unauthorised method to byaass the systern’s 
seourity was crafted, allowing garnes like Dizzy and 
Cosmic Spacehead to make their Nintendo debuts. 
Codemasters later went on to ruffle Nintendo's 
feathers further by manufacturing an unofficial cheat 
cartndge known as the Game Genie. This device 

was quickly acoused of being a violation of capyright 
law by Nintendo, resulting in lawsuits arriving on 
Codemasters’ doorstep. Much to everyone's surprise, 
the compary Ménaged to win the courts over and 
was allowed to continue selling the device. While 
Codemasters would later gain Nintendo's permission 
to release games on its consoles, it enjoyed a free nde 
om the back of the NES’s success for many years. 

As we reminisce over Nintendo's 8-bit console and 
how it previously held the record for the bestselling 
system of all tme, it's only natural to assume that 
items are readily available. While this statement 
might hold true for the likes of Super Mano Bros 
and The Legend Of Zelda, acquiring a complete PAL 


Did you know? 
Randa release 
troller for the 


Family Fun 


nernat 
v the 
garnes, before Nintendc 


bought the nghts to the 


echnology and rebrandes 
tas the Power Proce te 
this acquistion. the Amencan 


Jon of the second 


compatble game, Stag 
Beents. was only aveelable 


during abrief 


eccorial 


pericd £ 


that grovain 
secure Sta wrts today 
has given nse to some nefly 
prices. 2010, afactary 


sealed copy fetched $4 
an coll 


ian, Eure ONS, 


however, ca rest easy, 25 Ihe 
PAL verson snot as rare and 
commands orily a fraction of 


this astonishing ance 
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NES library is a collector's worst nightmare, due to 
mary publishers deciding to knit which games were 
released in each country. To put this into perspective, 
you'd need to cruise to Spain to grab City Connaction, 
90 Gobe-trotting towards Australia to secure Aussie 
Rules Footy, enioy the sights of Scandinavia while 
seizing Mr Gimmyck, stop by France for Letha’ Weapon 
and then return to the UK to locate Mano Is Missing 
To make matters worse, Phantom Air Mission and 
Snowboard Challenge, two incredibly elusive Spanish 
exdusives, are rarities that could put the infamous 
Americen acid Nintendo Word Championshias 
cartridge to shame. If anything, the PAL NES collection 
could be the hardest of them all to obtain. 

With all of this in mind, it has to be said that 
although the PAL NES library holds an incredible 
amount of depth and enjoyment within, itis oy far the 
most daunting. Should you be able to look beyond the 
chahenges ahead and have the finances to foot the bil. 
‘you'l be set for one of the most thriling retro gaming 
hunts you could ever imagine. 
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« RO8's compbcated tnsting 
socemmaries don't make hin agpaer 
particularhy octessble to plyy wth 


Robotic Operating Buddy 


If there is anything Nintendo is known for, 
it’s innovation. The Japanese gaming giant has 
always Known now we want to eryoy our games, 
years in advance. Although the masterminds there 
fe Usually on the Money, they have occasionally 
missed the mark and quietly swept it under the 
carpet. Sadly, RO8 fails into this category of tried 
and tested gimmicks. 

The Robotic Operating Buddy was Nintendo's 
big idea for 1985. Understanding the limitatons 
of videogames being two-dimensional forms of 
entertainment, Nintendo released the Farnily Robot, 
as it wes known in Japan, to break down the fourth 
well. Once it was placed somewhere in front of the 
TY, this unusual character would awit commands 
from the on-screen action, Up, down, left, right, open 
and close were the motions to which this mechanical 
being would respond — more than enough for Nintendo 
$0 SCUlpt 8 Game around it 
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St bile released under the 
abe! to utilise this new hardware. Our 
new robotic frend was set to become our second 
Slayer, once equipped with the vest array of gear 
included. This attire consisted of 2 pair of gripping 
gioves, two spinning gyroscopes, an attachment to 
noid the Second control pad and press the A and 8 
buttons, a motor to spin the gyroscopes, and two 
empty trays to deposit the inactive gyroscopes. This 
abundant selection of robot accessories, in tum, would 
Supposedly creste the new experience we had a! 
deen waitng for 

Despite the complicated setup, the idea behind the 
robot's input was dead sinple. Gyronyte’s gameplay 
required you to manipulate elevating red and bive 
ailars, which could only be achieved by input from 
second control ped. As the supporting controller 
firmly lodged in one of the robot's attachments, it 
was up to you to Send the right on-screen commands 
to RO8 to clear your path. This was accomplished oy 
rotating the robot in the direction of the gyroscope 


+ ROG has sanoe made caress in 
genes as varied as Raby Drews 
and 3 Pikoan 2 Mane Kart DS: 
and Supar Smash Bros Baw 


spinner, dosing his gip on a gyroscope, moving back 
around to the attachment holding the contra! pad, 
and then lowering the spinning gyroscope onto one 
of the coloured concave buttons. Upon doing so, 
the weight of the gyroscope would press down on 
the lever, forcing the attachment to ress a button 
on the second control pad and making the matcyng 
coloured pillar on screen traverse in the opposite 
direction. Although this process was straightforwerd 
enough, getting the commands to ROB was the hard 
part, Rogming enemies on the screen made you think 
twice ebout pausing your movement to communicate 
beyond the television 

Although Nintendo did release another game under 
the Robot Series (Stack-Uip}, the Robotic Opereting 
Buddy became @ short-ived one-trick pony. Whether 
this was down to the lack of directions in which to 
expand gameplay or smply due to poor sales, ROB 
has lived to tell his tale by not only becoming a cult 
icon, but also by making various cameo appearances 
in Nintendo games through the years. 
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01. Game Genie 
Galoob's eforts to bkrw NES 
ie open with memory-hack 
et with alegal battle 


..-AND THE REST 


consMlered a violationof copyright law. As 


Nintendo eventually lost the case aganst 


the Garne Gene, gamers have since been 
enyoying the unauthorised offer ings of 


Mario's moonwelking abjity and Link's 


never-ending supply of runees 


02. U-Force 


§ Although motion controls dkint begin 
to mater elise ina big way untill 20 
Broderbund took astabat creating a 
hands-free cortirotier in 15 
icp used perpendicular infra-red 


sensor panels to relay the player's 
physical movement to the NES, Despite 
a forward-thinking approach, the 


Us 


roe would only recognise the 


e becoming 


03. Four Score 


@ Longbefore the Nimendo 44 sported 


awealiho oles ports, the NI 
hosting device, Witha 
Games supporting Nintendo's 
awrer ta maltplayer 


Shad 


itsvery 


an par 


garnng, the Four Score doubled up the 
available cortrofler ports, despite an 


inconcetvable tangle of wires. 


04. NES Advantage 


1B With countless arcade garnes beng 
porte 


home, The 
Nintendo's are mroks with 
an ashortc feel thout the need tora 


pocket full of change. 


05. Family Fun 
Fitness Pad 


1B inthe days before Wo Ft branded 


Using sembar 


the later Oonce Donce Aevaliaion mat, 


the Famfy Fun Fitness Pad renamed the 
Power Pad inthe US, took areal b 
from the bundled Track & Field- 
garnes in Athletic Horta 


06. Turbo Touch 360 


worst of all tme. Despite being hacked by 
apromising ad campaign promoting its 
touch sensor for “effortless movement, 


inal d be lucky to get any 
response out of this technology 


07. Power Glove 


Bt "Now youre playing withpower” At 
Jdthink 


von 
kers to read your aern’'s 
dbet very ncorly. Even atier 
an chtrusive placement n the Sim The 


coessory failed to succeed 
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TOP GAMES TO PLAY 


Super Mario Bros 2 
After Nintendo USA deerned the 

Japanese sequel to Super Moro Bros 
too dificult, Mure Mcgc: Date Dots Panic 
was redesigned to feature characters 
fram the Mano series Althoughnat a 
true Mano game, Super Mano Bros 2 
was a fantaste platiormer nits ovwm 
naht, onty made better by the arrival of 
the plumbers. 


66 RETAO GAITIER COLLECTION 


1B Arguably the geet 
to date. Super Man 
the bar on preno 


neark for many 


other adventure games to follow 


DuckTales 


Despite being created for the youth of 
yesteryear, QuckTales is still one of the 
most enjoyatie NES platforrners today 
While this could be sand for the majorty 
of Capcom's output under the Osney 
brand Scrooge McDuck’s money- 
piienng adventures have stood the test 
of tine thanks tothe dear inspiration, 
from the Mego Man sanes 


Muro-kun sanes returned ina 
no-holds-barred RPG brawler, 


Ufouria: The Saga 


While many would turn to Metroid 
for their non-linear side-scrolling 
explorations, lithe do they know that 
they're overtooking another shuning 
ercarngle under the Sunsat name, 
When Bop-Loue's friends suSer from 
amnesia after sturnbling into a large 
chasm, ¢'5 up to you to restore the 
memonies of the residents of Ufpura, 


@ Weharewred crouita 
upgrades 
returned! Mego Man 2 net ont 


punch 


Castlevania Ill: 
Dracula's Curse 


Aher anemberrassing frst sequel 
nodied vith frustrating daloque boxes 
andtimne-consuning transitions 
between day and night, Costievana M 
rechfiedany issues. The third and finat 
Castlevana gare on the B-bt syste 
was emore thanmnem orale title with 
plenty of challenges within, 


WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES 


appeal of 
mistake n - 
1. Underneath 


Mable, the blue’ 


meplay 


Punch-Out! 


The 1987 boxing srruilator 
resimagned the sporting genre by 
introducing amore tactical yet arcade 
based approach. Button-bashers were 
quclly penalised and made to# 
on master ing Little Mac’s sweeps and 
blows. That said using these skills 
agains the carmen appearance of Mike 
Tyson was a challenge in its ownright 
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TOP IMPORT GAMES 


Dragon Warrior IV 
@ inam attempt to shake up the 
RPG genre, Oragon Worr 


Final Fantasy 

@ With Hironebu Saksquehi qving 
Ahing he had towards one last 

effort inthe games industry hs work 
peedoff as hs creation laid down the 
foundations for many more acvertures. 


eve 


chapters, which would eventually 
unite for the grand finale. 


Bubble Bobble Part 2 

@ Never released inthe arcades 

ths atterret to offer the dina duo 

Crystals asequely nawe-inspering hit 
featuring stnkinglybnignt weuals an 
an enhanced take on the ongineal 


The Krion Conquest 

BB What do you get #you sprinkle adash 
ef UpON the Mego Mar 
Conquest. Thisrelease 


Crystalis 

Although The Legend Q 
stole the limetght far the 
acheorture genre, SNK 
came aston stwnaly close to taking 
contre stage awray from Link. 


ot magical 
sories? The} 


was by nOMeaNs Shy in showcasing fs 
aden ation tor the blue bornber, 


IMPORT THESE NEXT 


Yume Penguin Monogatari 


1 While most garnes encourage 
gobbling up anylefover food the aim 
of Yurne Penguin Momogatan i to lose 
as much weight as possible to wan 
back your sqniicant other, Although 
incredibly easy the olatfanmer 
combined with a few'shroup levels 5a 
refreshing change from the fast-paced 
action we all indulge in. 


® Knownas Ke Broa, this 
adorable Farncom platformer is, 
infact, arelatively obscure parody 
of the Castinvane somes Instead of 


assunnng the role of Simon Belmort, 
yournust take control of asuper 
deformed Dracula and throw the 
dinosaur Galamoth aff your theone, 


Bio Miracle Bokutte Upa 


1B Unfarly dubbed as Baty Mario’ by 
countless online sources, Konann’s 
sckoningly adorable adventure has. 
Much more toitthen its percenved 
atternat to explore the plurmber's 

early days With nearly every evel 
resembling, or at east contarning, 
vanous edible dernents, you'll find your 
Samach rumbling as you progress. 


Super Mario Bros 2 


& Although it was suggested tobe too 
complex for anyone outside Jagan, 

the true sequel tp Super Mano Bras 
became a Japan-only secret - at east 
unbl the arrival of Super Mori Al-Slars. 
inallfamness, the norease mi difficulty 
between the two games was rather 
considerable and incredibly daunting, 
Nsi#ying the deosion from above. 
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1B Taking the best mechanisms from. 
Jordan Mechner's Prince Of Persia, 
the itde-knownplatfoem acverture 
Moon Crystal not only offered solid 
gameplay but beautiful animation 
by8-bit standards, Despte beng a 
potential bestseller, the product of the 
previousty unknown developer, Hect, 
remained a Japanese exclusive. 
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TOP RAREST PAL GAMES 


Se STORM a | 
-O°@) 
' 

J B) 


Rodland 


Snowboard Challenge 


hailing n very limited 


the European 


Snowboard Chaiienge, made next 10 
no maact on gamers whatsoever. 


1B If the trend of Spanish exclusives 
is becoming too much, look away 
nove City Connections yet another 
Scarce adchtion to the list of Span’s 
finest offerings. The arcade part af this 
bearre car-based platformer follows 
the orignal very dasely, leareing mary 
PAL garners puzzled as to why it 
wast sold in greater quantibes, 
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1B Anyone who had grown fond of the 
onginal Saloman'’s Keywes infora 
surprise once the follow-up arrived. 
Tecmo deoded to reinvent thesenes 
witha prequel by cropping the black- 
mastering gemepilay for that of a puzzle 
mwolving the elements. Germany. 
Scandinawe and Spain are where this 
oddity canbe found 


ing the ocean 
evasive bile, only to further 


1B Heng shipped a redlesse in 
collectors have srce 


re thes 


RC Pro-Am Il 

8 Véhle many of the rar 
vleogames often attr. 
Pro-Am sands oul 
Scandinena-e 
one of the best Ni 


Super Mario Bros & Tetris 
& Nintendo World Cup 


@ Whieyou wouldnt expecta 
commangamebundied wath the 
NES tobe here this is asecret 
among die-hard collectors. There 
was enextremely rare bowed 
version released, which has quickly 
become the mast expensive piece of 
Nintondo-beanded cardboard arqund 


ector’s Gui 


Phantom Air Mission 


B With a stupidly brniledrelease 


wghable atterngl 
q fight sinmulat 


ars quickly forgotten. 


The Trolls In Crazyland 


B Although the poputiar 


Huorescent-hared doll 
ind nevery child's g 
Z oubng on the NEShas since 


uid once 
=, their 


becomeaconsiderable rarity 


que biee heer 
' 


1B The move adaptationcé the 1990 
superhero film was developed by the 
British studio Ocran only to find toolf 
felessed exclusivetyin Span. Gong 

by therest of fs extensrve catalogun, 
Garkman was far from one of Ocean's 
better offerings, perhaps explaining why 
‘this elusive release was never sold on 
the turf where t was developed 
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The Flintstones: The 
Surprise At Dinosaur Peak 


® Amencans were unlucky in frat The 
Surpnse At Omosaur Peat was limited 
toarenta release, bul Europeans 
have faced just as much dffioultyin 
locating retail versions. Thase hoping 
to obtain Fred Flintstone’s second 
advernure need to look towards Italy 
and Scandinana. 
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THE JEWEL 
IN THE CROWN 


If youre looking for a rare PAL NES game 
that feels genuinely unique, this is the item 
you should seek out for your collection 
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What makes it so special? 
8B The Mracle Piano Teaching System included a 


standelone electronic keyb Wat could nieract 

with the NES, The bungled tutoning cartradge offered 
amore enjoyadle garry 
the piano, guiding yout 


approach to learning 
nursery rhymes all the 
way to one of Beethoven's symphonies. 


What makes it hard to find? 


B Upor 


weteass, the Mrade Plano held a retal price 
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Nintendo 
ENTERTAINMENT svsTem”™ 
NES VERSION 


Vi 


|DonkeyKong Classics 


A Boy And His Blob; Trouble in Blobolonia 


' Legend Of Zeld 


tgend Of Zeld 


JExcitebike 0 
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Collector os.4 


Keith Lutener is a PAL NES collector and 
webmaster of NES-Bil (waww.nes=bit.com) 


d mary & 
iL of them the ot ha: 
ck and play game 
was nent to nothing 


and you can achieve so much ire 


SB Andy made you f 


The UK never reall 


Wizards & Warriors 


duced market it se 
in set 


When | first started « 
to find a site that 
smash hi 
ot 8 pe 
=) A seemed anate 


ty th 


sidering it’s ju 


much and I'm really proud 
arest game in 


ay if that, yet 
I think it 


yen mas: 
Pick all 
urch 


Vass a large 


* For a complete list of PAL NES games, visit www.retrocollect.com 
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reade games are always 
best played together. From 
Pong to Bubble Bobble, the 
most popular coin-op games 
in history have allowed friends - or 
sociable strangers ~ to insert their 
cash, grab the controls and work with 
or against each other until the coffers 
vanish or the closing credits roll. 
Multiplayer didn't just bring a feeling 
of camaraderie or a stronger sense 
of competition, but it also changed 
the atmosphere inside the virtual 
playground, For a perfect example 
of this, you need only look to Double 
Dragon. Played alone, it was a robust 
beatem-up boasting detailed visuals 
and plenty of variety, but when played 
with a second player its brilliance 
really shone, 


= 
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As most beat-'em-up aficionados are 
probably aware, Double Dragon's roots 
can be traced back to Technos Japan's 
earlier arcade bravder, Nekketsu Koha 
Kunio-Kun (Renegacie in the West}. 
However, Qouble Dragon's relationship 
with the seminal scrolling fighter runs 
deeper than simply being its technical 
successor, When the feuding Japanese 
high school delinquents and comic 
schoolyards of Kunio-Kun were replaced 
with leather-clad gang members and 
glum city streets to make it more 
marketable in the US, Techno Japan's 
bosses quickly realised this reskinning 
Process was both time-consuming and 
costly, and come sequel time a different 
approach would be needed. Ultimately, 
it was this that served as the trigger for 
Double Dragon. 


*, 


“Kunio-Kun was firstly for the 
Japanese market only,” explains 
Yoshihisa Kishimoto, the creator of 
Kunio-Kun and Double Dragon, “But 
when we decided to export it, we had 
to spend a lot of time creating new 
characters and backgrounds, and for 
Technos Japan it was a very big waste 
of time and money. So after Renegade, 
when my boss, Kunio Taki, saw | was 
working on Kunio-Kun 2, he told me 
he wanted me to create a game that 
would be accepted worldwide. So 
the concept of the initial Kunio-Kun 2 
became Double Dragon. The two-player 
cooperative gameplay was an idea from 
our marketing department. It's fun to play 
together — to help each other to beat the 
game — and it also allowed game centres 
to potentialty double their incomes.” 


: 


OKC On THO rLevEnS 
comorr 7 


With the Kunio-Kun follow-up to feature 
cooperative gameplay and aesthetics with 
worldwide appeal, Kishimoto decided 
to move away from the established 
franchise. Looking for a new direction, he 
found inspiration in the biggest martial 
arts actor of all time: “When | was a 
child, | saw the Bruce Lee movie Enter 
The Dragan. | became his biggest fan. He 
made the most incredible action movies 
in the world. And | wanted to become like 
him, and create the most incredible action 
games in the world. So, because Bruce 
is a worldwide famous actor, he inspired 
me for my new game. It’s like an homage, 
you know? His nickname is ‘little dragon’, 
right? And because the concept of Kunio- 
Kun 2 was a two-player game, | decided 
to create the ‘Lee brothers’ and call my 
game Double Dragon,” 


THE MAHING OF: DOUBLE DRAGON 


DAs OT MR Ce 


With a new title and new heroes, 
Double Dragon would naturally have to 
tell its own story. For this Kishimoto used 
the familiar damsel-in-distress scenario. 
However, rather than forgettable street 
punks, Double Dragon's antagonists 
were far more characteristic. Dubbed 
the Black Warriors and headed by a 
machine-gun-wielding bad guy called 
Willy, its members comprised a small but 
memorable bunch that included whip- 
carrying Linda, henchmen Williams and 
Roper, and hulking great man-monster 
Abobo. Setting the scene brilliantly, the 
Black Warriors also showed a capacity for 
violence through a memorable in-game 
introduction that showed them visiting the 
Lee brothers’ turf, slugging their girlfriend 
Marian square in the stomach, and then 
carrying ber off to their hideout. 
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While gang numbers were massaged 
using economical palette swaps, this 
could be forgiven because of the quality 
of Double Dragon's sprite designs and 
graphics. Double Dragon was a clear 


visual step up from Kunio-Kun; its levels Dam EAST OM 
looked more vibrant and detailed, and © COPY mIGHT 1965 
DATA EAST CORPORATION 


were decorated with nice touches and 
details that really brought its world to life. 

“There are a lot of funny details in 
Double Dragon,” muses Kishimoto, 

“For example, did you notice the red 
car in the firat screen of the game inside 
the garage? It’s the car from my first 
LaserDisc game, Road Blaster.” 

As well as an attention-grabbing 
introduction, Double Dragon ended in 
style, with a memorable twist anding if 
the game was played cooperatively. It saw 
Billy and Jimeny forced to turn on each 
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other for one final fight to win Marian's 
love after beating Willy, “Well, at first, we 
had the idea of collaborative gameplay 
for two players,” Kishimoto explains. 
“So, playing Double Dragon with a friend 
was like a fight between human players 
against a computer. But when you reach 
the last stage and defeat the last boss, 
tough guys have to think: ‘Okey, we were 
stronger than this machine, but now we 
have to know who is the best between 
us!’ And to know the real winner of the 
game, we had to make them fight each 
other. | also wanted the game to have 


an unexpected ending, It was, | think, a 
nice idea.” 

In addition to its innovative cooperative 
gameplay, Double Dragon introduced 
a number of other ideas that became 
staples of the genre throughout the next 
decade. Chief among them was the fact 
that the Lee brothers could pick up and 
use an assortment of differant melee 
weapons to biff their enemies, from whips 
and baseball bats to steel pipes and even 
sticks of dynamite. 

“At the and of the development of 
Kunio-Kun, | noticed a funny graphic detail 
on the screen: when you hit a guy with a 
weapon and he falls down, his weapon 
is on the floor, next to the enemy,” says 


Kishimoto, “One day | just said to myself: 
‘Hey, wouldn't it be fun if the player could 
take that weapon and use it against the 
enemies?’ But because | was too late to 
program such a new gameplay feature, | 
decided to use it for Kunio-Kun 2.” 

Add to the weapons a variety of 
fighting moves, including hair pulls, 
elbow strikes and flying kicks, and Double 
Dragon boasted one of the most robust 
combat systems of ary fighting game 
of the time; one made all the more 
satisfying by the fact that one player 
could grab and restrain an enemy while 


another joined in and gave the struggling 
thug a good pasting, 

One other impressive aspect of Double 
Dragon was its stages. While the fighting 
environments in Kunio-Kun stretched 
just two screens and didn't scrotl 
constantly, Kishimoto desired for Double 
Dragon to play out in a more elaborate 
environment. On reflection, this proved 
to be another design masterstroke, as 
the gradually changing backdrops and 
interactive hotspots, from climbable 
ladders to deadly conveyor belts, 
heightened the action and kept Double 
Dragon feeling continually rewarding. 
Uniquely, each of Doutve Dragon's four 
stages segued into the next, and took the 


LA 
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form of one gigantic level. It comprised 
four distinct areas made up of a street, 
factory, woodland and finally the gang's 
hideout, with each section punctuated 

by a boss fight. Never did the camera 

cut from the brothers and pull gamers 
from the world. However, settling on the 
best way for Billy and Jimmy to progress 
proved to be one of the biggest challenges 
for Kishimoto and his team. 

“Double Dragon was the first beat-’em- 
up with real multi-screen-tength scrolling,” 
says Kishimoto, “so it was difficult to 
establish what was best for that. Forced 
scrolling? Free scrolling? For example, if 
we used free scrolling then the user would 
be able to walk directly to the end of the 
stage without fighting. But because the 
positions of the enemies are scripted, they 
appear when you reach certain points. So, 
if the user doesn’t fight, all the enemies 
will appear on the screen and follow 
Jimmy and Billy. There will then be too 


many sprites on the screen and 

it will make the game freeze. Today, 
Double Dragon's concept and scrolling 
looks very natural, but st that time it was 
a pioneering idea. It took time to make 
those technical settings look as natural 
as possible.” 

Of course, with Double Dragan 
containing so much innovation, invariably 
something had to give. That something 
was the speed, with Double Dragon 
suffering from notorious bouts of 
slowdown whenever its action got too 
heavy. Kishimoto is keen to explain the 
reason why this occurred: “The point | 
want to mention is thet our game was 
tao big for our hardware. That's why the 
game often gets very slow. | wanted to 
input so many things, but because of 
those limitations it just wasn't possible. 


ae 
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People don't know this, but to tell you the 
truth there were about a dozen Double 
Dragon versions. The first one was full 
of bugs. ft took our programmer about 
one year and more than ten new updates 
before we could get to a completely 
debugged version!” 

Following those various revisions 
and lengthy debugging process, Double 
Dragon wes finally released into arcades 
in 1987, and quickly it garnered praise 
and fans. Despite the slowdown, players 
were won over by its ambition, charm and 
visuals, and showed their enjoyment by 
flocking to arcades to give it their loose 


change. And with videogames and martial 


arts films both enjoying popularity in 
America in the Eighties, Technos couldn't 
have timed Double Dragon's release 
better. In fact, 1987 was a pretty fantastic 
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r 
rink Tor ‘id BARB 
forced ta play the rale of final boss once 
Willy wes defeated. The level designs 
were also different, and a levelling 
system was introduced, which saw 
maves gradually getting added to Billy's 
repertoire as he progressed though the 
game, tt also featured a second mode, 
which took the form of a one-on-one 
fighting game against the computer and 
allowed players to fight as either Billy 
or a selection of enemy characters, but 
oddly not Jineny, 


PLAYER 1 CPU 


S71 couse pRacon's 

a POPULARITY led to a large 
number of home corwersians, from the 
humble Atari 2600 to late appearances 
on the Mega Orive and Atari Lynx. Of all 
the ports released, Kishernoto was only 
involved in the NES conversion, which 
ered in a number of ways fram the 
arcade original, 

Cooperative muttiplayer was dropped, 

with players instead having to take it in 
turns to control Billy while erent wes 


_ 
year for videogaming, with the release z= 
of Mega Man, Maniac Mansion, Metal | ‘ 
Gear, Final Fantasy and Street Fighter. Of 
all those classic games released, though, 
we would argue that Double Dragon was 
the biggest success story that year, It is 
seen as the defining beat-‘em-up of the 
Eighties, and become one of the most 
recognisable arcade games of all time. So 
did Kishimoto have any inkling at all 
that the game would go on to be 
the phenomenon it was? 

“Well, | wouldn't be honest if 
| said | never imagined it would 


HICHING 
MERCHANDISE 


i] DOUBLE DRAGON MANIA 

Ni wauid spin off a whole bunch of 
promotions merchandise, from T-shirts 
and embraidered badges to a board game 
from Tiger Electronics, @ Marvel comic 
back series, and later even an animated 
TV series. Loosely based an the story of 
the NES gerne — Srreny weet separated 
from his brother at birth and trained up by 
the Black Warriors — the show produced 
even more merchandise, including a range 
of Double Dragan action figures, and alsa 
provided the seed far a ternble live-action 
mavie released in 1994, Starring Scott Wot 
and Mark Dacascos as the Lee brathers 
and Terminator 2's Robert Patrick as 

the Shadow Boss, it's a paor and rightly 
mocked adaptation of the Qoutle Dragon 
videagare, as it turns the cool and edgy 
arcade gare into something thal makes 7 
Ninjas: High Noon At Mega Mountain feel 
like Lane Wolf And Cub It's so terrible that 
it aimost - and we emphasise the ‘almost’ 
— makes you question the badness of the 
famousty terrible Street Fighter mavie 
released the same year. 
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become a hit,” he responds. “Since 
the first days of the concept, | knew it 
would be wonderful, but | didn't imagine 
it would become as big a hit as it did. 
My real wish was to give users the best 
action game in the world. So we worked 
very hard to reach that goal.” 

Following its success, Technos released 
a Double Dragon sequel the following 
year. Double Dragon Il: The Revenge 
saw the Black Warriors and Lee brothers 
continue their violent quarrel, and 
Kishimoto remain seated in the director's 
chair. The sequel once again featured an 
attention-grabbing opener, which showed 
Marian getting mercilessly gunned down 
by the gang. This set a darker tone for the 
second instalment, as the Lee brothers 
set out on 8 quest for vengeance. Also 
like the original, the mission was spread 
across four distinct areas, connected 
with no visible join, and closed with a 


THE OCTUPLE DRAGONS 


entire Double Dragon series 


Our complete rundown of the 


BAO prrvee 
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surprise ending: the 
brothers forced to 
fight shadowy copies 
of themselves, The 
visuals benefited 
from a nice 
makeover — the 
colours looked 
more vibrant, the 
animations were 
smoother and the 
sprites more detailed — and the controls 
also received a tweak. This time Technos 
used a Renegade-style direction-based 
attack configuration that had a button for 
attacking left and another for attacking 
right, which was complemented by 3 
range of new moves and weapons. 
Technos released Double Dragon 3: 
The Rosetta Stone in 1990, It looked 
distinctly different from the previous 
two titles, and many beat-‘em-up fans 


Conner un 
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remarked that it looked and played more 
like The Combatribes, a separate scrolling 
fighter from Technos Japan released 

the same year, which was produced by 
Kishimoto. Double Dragon 3 supported 
up to three-player co-op and introduced 
new hero Sonny, a yellow version of 

Billy and Jimmy, which sort of implies 
that the Lee twins are actually triplets. In 
addition to this, players could purchase 
new moves and playable characters by 
visiting item shops and spending credits. 
Unfortunately, Double Dragon 3 wasn't as 
‘well received by fans, and it wasn't helped 
by Capcom releasing Final Fight in the 
same year, Therefore, it is seen by many 
as the point at which Technos was forced 
to hand over its beat-em-up crown, 


THE SEMINAL brawler started life SUPER DOUBLE Draganwas & 

as a direct sequel to Kunio-Kun THE BROTHERS were out for DOUBLE ORAGON 2 varied alot irom — Super Nintendo exclusive, and MORE BATTLETOAOSthan Double 
(Renegade), before Technos Japan vengeance following the murder of its predecessors, It featured three can be looked upan as a reboot of Sragan, though still a decent 

bosses intervened Introducing the Marian at the hands of Big Boss Willy. player co-op, and introduced new sorts: Marian is kidnapped by new crossover, Smeny and Billy teamed 
world to twin brothers Billy and The sequel made improvements to playable characters. Aesthetically it villain Duke, and the brothers must up with Rare’s ninja toads to deliver a 
Jimmy Lee, it was notable for its the graphics, animations andenemy — shares more resemblance wath The rescue her over seven new stages. rodicking good brawter for the ageing 
cooperative gameplay, usable meee AL It's. a fantastic game, regarded by  Combatribes, which was released by i's a decent sequel with some great —-—- NES. I was atso released for the 
weapons and elaborate stages. many as the best in the series. Technos Japan the same year, visuals and anenation, Garne Bay, SNES and Mega Drive, 
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Despite this, and the closure of Technos —(four’ in German) tiles and is a long way reason that it holds a lot of nostalgia with 


Japan in 1996, the Double Dragon from the mean streets of Double Dragan gamers. To close, Kishimoto shares with 
franchise endured. A further six games and Kunio-Kun. us his personal thoughts on why Billy and 
were released in the series, and it also Ifyou grew up playing games in Jimeny Lee’s plight has resonated with 
spawned an animated show and a much- the Eighties, you will be fully aware of gamers for such a long time. 

despised live-action movie. Kishimoto, Double Dragon's impact. It was one of “Double Dragon is like an ambassador 
meanwhile, left Technos Japan in the those extraordinary games you simply for a decade: the Eighties. Kung fu, street 
Nineties to work as a freelancer, trading could not escape. And yet despite fighting, dragons, Bruce Lee, dark action 
under the alias of Plophet. During his being very much a game of its time, its movies,,, Double Dragon is a photograph 
career, which spans 30 years, Kishimoto status and popularity holds to this day of Eighties pop culture. And, of course, it 
has worked on more than 350 games. ~recenthy news broke that WayForward was innovative and incredibly fun.” 


Today he can be found at Plophet Co., Ltd, Technologies is going to be working on __ 
a company he founded in 2011. His latest @ brand new Double Dragon sequel for Special thanks to Double Oragan Dojo, and to Alorent 
development is an iOS and Android game = XBLA and PSN, which will coincide with Gorges for their help and assistance with tis artide. 


titled VIER, which is currently available to its 25th anniversary. you ae abi to read French then for more information 

purchase from the App Store and Android Double Dragon will always remain a about Me Kishimato check aut Abrent’s book, The Grear oe 
Market. It's 8 board game that sees game synonymous with the Eighties and Names Of The Video Game industry 24 Yoshihisa 

players competing to make blocks of vier amusement arcades, and it is for this Kishinota, Eater The Doulte Dragan 


ANOTHER VERSUS fighter, but this ANOTHER ONE-ON-ONE effort, Rise = THIS IS a splendid enhanced port 
THE SHADOW Falls, based on the one is based an the terrible five action Of The Oraguns has a visual style that of the arcade original, developed 
Doutsle Dragon animated TV series, movie with a helping af fighters fram = —_— instantly caths to mind the excellent by Million, @ successor to Technos 
was dearly released ta capture the the games. Pleasantly, it's a decent Garou: Mark Of The Wolves. 8 was Japan, % makes a number of nice 
popularity of the one-on-one fighting instalment. However, beingreleased = developed by Evoga, an independent Changes to the original game, 
genre repopalanised by Street Fighter —_ for the Neo Gea, it hada tough time developer, and, as its title hints, has including redrawn sprites, cut» 
ft. By this point, Tradewest owned the standing out from the plethora af only & subtle commection tothe Double scenes, no slowdown, and dautie the 
OoutNe Dragon licence, quality brawlers an the machine, Dragan universe. number of stages. 
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Industry figures leave their recollections, thoughts and opinions on Dave Reidy’s cl 
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SKOOL DAZE 
HEADMASTER 
AAR WACKER 
TAKES US 
THROUGH THE 
POTTED HISTORY 
OF HIS CREATOR 


Dave Reidy’s contribution to the Speccy was incredibly 
important, so we were keen to speak to him again, Sadly, Mr 
Reidy wasn’t free to talk to us, so we've included excerpts 
from his interview that first appeared in Retro Gamer 17, 

in case you missed it. You can read a full transcription of the 
original article at Mark Green's website — http://pixelatron. 


“What | remember best are the things between lessons 
Kicking balls around corridors, playing conkers, firing a 
catapult. Making fun of teachers. Making fun of other kids. And 
that was basically how | wanted Skoo!/ Daze to be, There'd be 

a major task to perform = but if you wanted to spend all your 
time beating people up, you could. Just like school.” 


Dave recalis the other parts of going to schoo! 


“Going into 1984, people were copying 50 much. Somebody 
at the time estimated that for every game actually sold, there 
were seven copies made. That's probably about right. We 
used to get games returned as faulty from WHSmiths and 
Boots, Most of them played fine; they'd just been bought, 
copied, and taken back. Some of them had even been 
tampered with s0 people could ‘prove’ the game wouldn't 
load — recording a few seconds of silence, say. But there was 
nothing we could do about it.” 


- Dave on piracy 
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DAVE REIDY Bs WORKING AS SPACLAIIR RESEARCH ANICROSPHERE RELEASES ‘SwO0e DAZE 1 RELEASED ANICROSPHERE RELEASES COLOURFUL DETECTIVE 
A SYSTEIAS ANALYST. LID, RELEASES THE ZX irs FIRST Giae, AN® BECOANES ANOTHER Bick To SKo08; t's NOUR CAPER Conracr 
He PURCHASES A ZXBI AND | SPECTRUAK. Ir RECOANES CREVASSEANOTEOOT, THE HIT THANKS TD ITS FREE- ANOTHER HIT AND THE S4an CRUISE NAKRKS 
STARTS WRITING BUSDIESS «=A BMG SELLER FOR THE SPREADSHEET PROGRANN ROAMING GANKEPLAY. DEVELOPER'S ONLY SEQUEL.  ANICROSPWERE'S VERY 
PROGRAMAS. ConnPasty. DAVE SETS OP ONICALG SERIES AND THE COMPANY MSO CAST TITLE. 
INICROSPHERE COMNPUTER — PRIVITING APPLICATION RELEASES COPTER 
SERVICES, OPERATING ZX-SIDEPRINT, AND THEN SHOOTER? SKY RANGES? 


FROMA HIG HORKE IN LONDOML = EVOLUTION AND PUZZLER Irs 3D Grapnics ARE 
THE TRA GAME WHEELIE, REGARDED AN WAPRESSIVE 
RELEASED LATE WW THE YENT,  VISUM SHOWCASE FOIE 
BECDAAES THE CORP ANY'S THE SPECTRUM, BUT THE 
AROST SUCCESSFUL GAAME. = GARMEP LAY IS AMEDIOC RE. 


“All the characters are those comic book stereotypes, because 
by and large all schools are the same... There’s always you 
There's always the popular people — who you hate, of course 
There's always a bully. There’s always @ swot. And Skoo! Daze 
was about giving people characters they would recognise. 
And making it funny, and enjoyable to play. Which, of course, 
meant making it a little bit evil.” 
- Dave on the in jon fe 


“t just left Keith to it. What he came up with was really very 
good. The swot had an egghead, the bully was a little bit 
broad-shouldered and butch, Boy Wonder was blond and 
attractive and flowed around the place ~ don’t you just hate 
people like that? Where Keith got his inspiration from, | don’t 
know. He was heading off to be a teacher then, so he probably 
modelled it on people he knew.” 

Dave on creating the « ter de 


“We sold around 50,000 copies of Skoo/ Daze. Ten years later, 
we were thinking that we could have made a4 lot more money 
at the time, if we'd been clued up and actually done some 
proper marketing and merchandising, But I'm not going to 
cry at the opportunities we lost. We made a decent living out Chemistry 

of Skoo! Daze — it paid for its development, a few times over. P Me Rockitt - The Science Lab 
Keith bought a second-hand motorbike on the proceeds. w® o 


Dave on the success o ! Daz J cw 
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We speak to the Microsphere graphic designer and cover artist about his 
time working on the Skool Daze series... 


t vd aL Hat tion with Dave Reidy ne ut? 

Dave married a girl called Helen who was my next door neighbour 
when | was a kid. Our mums had keptin touch, and so when I moved 
to London to be an illustrator and Dave needed some cassette inserts 
designing they gotin touch. By coincidence they lived in Muswell 

Hill and | lived in Hornsey, so | could walk to their house across the 
grounds of the Ali Pali (which at the time was pretty derelict} 


1 far f here? V it 

" 

| was paid for each job. | kept a record of the hours and gave Dave 
@ bill. He was extremely good, and when | gave him the first one he 
informed me that he thought | was underselling m 
should charge a lot more. You don't get clients like that these days (and 
you didn’t much then either) 


elf and that! 


vy did you ide to leave gar c 
I didn Dave found that after releasing the first couple of Skoo/ Daze 
games he was hardly making any money because of all the copying 
and deliberate damage to cassettes to get a refund, so he decided 

to give it up. | think | just carried on working for whoever wanted a 
graphic designer/illustrator for a while, but | was also doing teacher 


training and eventually got a job teaching 


\ did 25 years of teaching, got fed up with the way the system was being 
used a8 a political gimmick at the expense of teachers and students, 
gave that up, and | am now a portrait artist who fills in with custom 
paint work and illustration as well. I've been constructing a website for 
about two years now, but paid work keeps getting in the way. 


| did inserts for The Train Game, a motocross game I've forgotten the 
name of, an application called Z2X-Sideprint, a 3D helicopter game that 
was way ahead of its time, and | think | did the cockpit instruments for 
Crevasse, and maybe a couple of others. Sut the Eric games were the 
only ones | did all the graphics for. 


re the teachers h “mn modelled or I-life 5 af 
Some were ~ the cool, ‘with-it’ teacher was modelled on my favourite 
junior school teacher, Mr Sykes. 


H a it et eate th ’ ‘orthe & kK To Skoo 


t a at ar ckages dic t 
It took a few weeks to do the original, but the second was a lot quicker 
as | knew what! was doing by then. | wasn't into games at the time and 
had to get a Sinclair Spectrum (which | recently found in the loft) to see 
my own graphics in action, s0 to speak. There were no art packages 
that I knew of. | designed all the chara’ and buildings by filling in 
squares on graph paper to represent the pixels, and just had to keep 
standing back to get an idea what they’d look like on screen. | then took 
them round to Dave and Helen's and he programmed them in 


Nil. They just reused my graphics t think. 


Jat can you tell t } ’ 
It was called Eric And Hayley’s Decathion—-a pun on Daley Thompson's 


WWW._.PDFMAGAZINES.ORG 5000 


20/2 


Decathlon - and was going to feature the school sports day. | d 
the insert card which featured Eric and his girlfriend hurdling the 
school wall at high speed, but Dave went off round the world with 
Helen for a long holiday, and when he got back he never did any more 
work on it, | had the insert kicking around for years as Dave had paid 
me for itin advance before he went away and, as technically it was his 
property, | couldn't bring myself to throw it away. However, after the 
last time | moved house I’ve not been able to locate it. 


gned 


yu we ‘ ré vis tity 
In some ways yes, but Dave Reidy was 2 genius in my opinion, Those 
games were far more intelligent and witty than most, but times 
have moved on a great deal since and games are massively more 
sophisticated now. Those kids who pissed Dave off so much he quit 
the business will have grown up and become nostalgic for their 
misspent youth like most of us do. It wasn't part of my youth really, 
though, and | wasn't particularly happy in London, so while I'm pleased 
people are interested and can still enjoy them, | was glad to move on. 
When | look at the covers now | think they're pretty poor. 
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IN THE MID-NINETIES, SQUARE'S 
FLAGSHIP FRANCHISE ABANDONED 
NINTENDO'S HARDWARE AND 
EMBRACED THE PLAYSTATION, 

A MOVE THAT WOULD LEAD TO 
FINAL FANTASY VII AN AMBITIOUS, 
REFINED AND ENORMOUSLY 
INFLUENTIAL RPG. DIRECTOR 
YOSHINORI KITASE AND ART 
DIRECTOR YUSUKE NAORA DISCUSS 
THE CREATION OF THIS MASTERPIECE 
WITH US IN UNPRECEDENTED DEPTH. 
STEVEN SPIELBERG'S JAWS FITS 

INTO IT SOMEWHERE, AS SAMUEL 
ROBERTS DISCOVERS... 


THE MAHING OF FINAL FANTASY UII 


T pee hyperbole, Final Fantasy Vilis the 

}| RPG that changed the genre. Opening the 
Western floodgates to Japan’s awn style of 
role-playing and popularising the entire sub- 

BF genre, the 10-million-plus-selling game was, 
for many players, their introduction to the potential 
of interactive storytelling and the first videogame 
narrative to leave a mark on them. It’s also divisive, 
anecdotally referred to as the most retumed game of 
all time and often criticised by Western RPG veterans 
— yet such cynicism can't mask the impact it had 
upon release in 1997. Along with Gran Turismo, 

Final Fantasy Vil shifted millions of PlayStation 
consoles by demonstrating the machine's 
capabilities, captivating gamers with a fictional 
universe of unrestrained scope and style that would 
govern an entire corner of the industry. Back when 
the game was being created, Square {today known 
as Square Enix) was a company in transition, and 
the influx of talent that brought FFVII into being, 
as well as a development culture that fostered 
creativity, was ultimately responsible for this 
deservedly celebrated RPG, 

At the 1995 SIGGRAPH computer graphics 
convention in Los Angeles, the company formerly 
known as Square presented an interactive demo 
to the world thet showcased its Final Fantasy 
property in unprecedented fashion. This project (ir 
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Gar depicted three characters from Final Fantasy Vi 


fighting a Golem enemy in full 3D, a jaw-dropping 
contrast to the SNES-based 2D roots of the 
game, complete with visual effects and cinematic 
in-battle camera angles that implied a future 
beyond the static staging of the series’ stories 

up until thet point. When you look at the tech 
demo now, you can absolutely see the founding 
technical conceit of Final Fantasy Vil embedded 
within it. Squaresoft saw thet Final Fantasy could 
be so much more on 2 platform that allowed 

the company to experiment with such high-end 
technical ideas. 

The SIGGRAPH project would form the ‘seed’, 
83 producer and creator Hironobu Sakaguchi 
dubbed it on a promotional video for the game, 
of Final Fantasy’s move into the next console 
generation. To any seasoned gamer, the most 
well-known part of the development of Final 
Fantasy Vil is the defection that started it all. 
Long considered a Nintendo stalwart since the 
original Final Fantasy's release on the NES in 
1987, Square shifted to the PlayStation for its 
CD-ROM capabilities over the N64’s comparatively 
limited cartridges. This fit the grand ambitions of 
this new sequel, 

“We were fans of Nintendo’s hardware, 
although in order to use CG movies in the game 
like we intended, we needed a lot of storage 
space, and for that reason decided on a platform 


I Oars, 


Gold Saucer’s Wonder Square. This 
mini-game was popular enough to 
justify # mobile spin-off, which is 
naturally only available in Japan, 


IRST-PERSON 
SHOBTING 


Visiting the ‘Speed’ parpof Gold 
Saucer triggers this bizarre but quite 
impressive first-person shooter 
section, whese"hizing & high score 
lands your@ prize. This ig notable 
for ts -kalesdoscopic visuals, in stark 
contrast to much of the game. 
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cam ies GF SNOWBOARDING 
On the second disc, Cloud gets the 
Opportunity to snowboerd down a 
mountsin. Later in the game, it re- 
$ emerges as a tricky arcade game at 
4 


that used the higher-capacity CD media,” director 
Yoshinori Kitase tells us. 

How ironic that this franchise would soar on 3 
Sony platform, given that Nintendo publicly broke 
away from a CD-enabled SNES collaboration with 
the electronics giant earlier in the decade, The 
emerging disc format enabled Final Fantasy Vil 
to be far more cinematic than its forebears - an 
important factor, especially to Sakaguchi. Yet 
an interesting factor in all this was the set of 
technical influences on the team, many of whom 
were from Western game development, as 
Kitase explains to us: “We looked at trends in 
the foreign-made PC games of the time, such as 
Alone in The Dark and Heart Of Darkness |and 
so on], and made it our objective to combine 
together smooth action sequences using polygon 
based characters and clever camera work with 
the insertion of effective CG movies at a high 
level. | believe thet we pretty much achieved our 
goals in this regard.” 


hen it came to setting and story, Final 
)})) Fantasy Vil would similarly be a departure 
from series convention. While the previous 
entry in the series had @ pronounced 
steampunk theme, the set of environments 
in the seventh game would vary massively from 
continent to continent, from a vast, polluted 
metropolis to backwater towns; that clash of 


DISTRACTION 


‘ CHOCOBOS 

Catching them, riding them, racing 
them and breeding them — the 
Chocobo element of FFVI is 8 game 
in itself, and becomes bewilderingly 
complex when you're looking to 
breed that lucrative Gold Chocobo, 
which can reach parts of the map 
that even the Highwind cannot, 


The best of Final Fantasy VII's 
many extra tasks and mini-games 


cs BATTLE ON 

FORT CONDOR 

Visiting Fort Condor triggers this 
intriguing litte strategy offshoot, 
where you fund small skirmishes 
te hold back Shinra forces from the 
giant bird perched atop the fort. It's 
no Age Of Empires, but it shows 
how diverse the ideas are in FFVIL, 


c= MOTORCYCLE 
CHASE 


One of the nicest surprises early on 
is an action-based mini-game where 
you have to protect your comrades 
from Shinra soldiers on bikes by 
ramming them off the road with 
Cloud's inexplicably large Buster 
Sword, tt’s great fun 


c= BATTLE ARENA 

The only way to get Cloud's 
Omnislash Limit Break outside of 
the finale, and a clever means of 
extending the combat’s appeal, the 
battle arenes on Gold Saucer is a 
relemless challenge where you have 
to survive successive rounds of 
enemies and status ailments. 


FINAL FANTASY VII'S 
UNSUNG HERO 


Kitase weighs in on the oddly 
high popularity of Zack Fair, 
Cloud’s former mentor 


As you may recall, the entire flashback 
sequence where Cloud remembers 
the events in Nibetheim that led to 

Sephiroth's transformation into a 

sted enemy turns out to be a bit 
different, Later, we learn that Cloud 
confused himself with Zack, his 
superior in the army. Ever since then, 
Zack has remained a populer figure 
among Final Fantasy fans, which led 

to the spin-off Crisis Core. His role 

in Cloud's story makes him @ unique 
element in FFVII's tangled web. 

“Zack is the vessel onto which 

Cloud twistedly projects his complexes 
towards SOLDIER [Shinra’s elite fighting 
force],” Kitase tells us. “He was created 
by the scenario writer, [Kazushige 
Nojima], as he was trying to build up 
the mystery surrounding Cloud's past, 
and we did not originally think of Zack 
as a major character, but he seemed 

to be strangely popular with the fans. 
Much later on, Zack featured heavily 

in Crisis Core, and Mr Nojima was in 
charge of the scenario for both titles. 
When he first created Zack, | doubt that 
he could possibly have thought that 

we would be delving into the same 
character's story ten years on!” 
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futuristic technology against these remnants of a 
beautiful old world. 

We asked Kitase to discuss the inspirations for 
the planet's creation, and he graciously passed 
our questions on to FFVII's art director, Yusuke 
Naora. “Initially we wanted to try something new 
by having a corporation as the major enemy 
while still keeping the game broadly in the fantasy 
genre,” he explains, referring to the Shinra 
Electric Power Company. “Having decided on this 
concept, we actively included many steampunk- 
like elements to try to merge the appeal of 
traditional high-fantasy “brick-built’ structures 
and sci-fi elements at a high level. However, as 
there was to be magic present in this world, it 
would have been hard to have cyberpunk-esque 
unknown future technology sitting comfortably 
with the other influences, so we tried to keep that 
aspect down as much as possible.” 

Naora continues: “On the design side, we were 
also very much inspired to mix in things from 
many different periods in a semi-chaotic manner, 
including things from our everyday lives such as 
the newer buildings in Tokyo, the streets of Ginza, 
and the Shibuya station building.” All this led to a 
laudably diverse set of environments, which still 
felt like a cohesive part of the same world. 

The setting was closely connected to the 
nerrative - the backdrop of Final Fantasy VII's 
story is that the planet is suffering, being mined 
of resources by the ruthless Shinra, which is 
also a prominent military force. Yet the central 
conflict of the story is actually smaller-scale than 
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that. For the developers, it was more about the 
symbiotic struggle between the hero, Cloud, and 
the calculated villain, Sephiroth, that drove the 
game forwards, as Kitase explains: “Throughout 
the story | really wanted to depict Sephiroth as 
an overwhelmingly powerful threat. However, 

if you have a villain as an actual opponent who 
appears before the heroes then however strong 
or charismatic you make the character, he will still 
feel very much ‘life-sized’ and limited in scope, 
reduced to another minor evil.” 

What source of inspiration helped the team 
tackle this issue? You'd be surprised, Kitase 
continues: “To solve this problem, | decided to 
present Sephiroth indirectly, making the player 
aware of his existence through hints and stories 
but not having him show himself before them 
much. The player sees the aftermath of his 
ruthless deeds but does not arrive at the source 
of the evil for a long time. This was the same 
method used by Steven Spielberg in the film 
Jaws, Finding the butchered President Shinra 
on the top floor of the Shinra building and the 
impaled body of the Midgar Zolom are moments 
symbolic of this approach.” 


layers don't properly encounter Sephiroth 

until they’re around ten hours in, and even 

then it’s in fleeting glimpses ~ we see 

him prominently in flashbacks, leading to 

the discovery about his sad origins and 
subsequent breakdown. He, along with the 
attached musical theme, One-Winged Angel, 
would become iconic aspects of FFVI/ upon 
release, Cloud, the amnesiac hero trying to piece 
his distressing memories back together, was an 
equal point of fascination for players. It’s this 
dynamic, with their subsequently explored (a 
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Not featuring Cloud in a dress 


You knew it would be this 

— shocking, sad and brilliant 
on the part of the Squaresoft 
team, @ certain character is 
murdered by Sephiroth at 
the climax of the game's first 
act. It's notable because it 

is so brutal, but this brave 
move to take the character 
out of the story meant Final 
Famtasy Vil would be forever 
remembered by players. 


The entire game builds to 
this final conflict between 
Cloud and Sephiroth, 
where the hero slices down 
the grey-haired villain 

in spectacular fashion, 
using his final Limit Break, 
Omnislash. All right, so it 
isn't necessarily the first time 
you use Omnislash, but it's 
still a thrilling component of 
the game's conclusion. 


Sephiroth unleashes 
Weapons on the planet, giant 
boss-style creatures that, 
when put together, look like 
something out of a Japanese 
monster movie. The idea 

of the optional super-boss 

is a Final Fantasy staple - 
here, they’re made a key 
turing point in the story, in 
another example of Square's 
pioneering FMVs. 


500 YEARS 
LATER... 


After the credits, we're 
treated to this brilliant but 
somehow chilling scene, 500 
years into the future. We 
see Nanaki and his children 
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running through a canyon, 
before emerging onto a vista 
that shows an abandoned 
Midgar, overgrown and 

free of the technology that 
drained the life of the planet. 


When Kitase alludes to Jaws, 
he's referring to this scene 
where the player reaches the 
top of Shinra Headquarters 
and finds the President 
dead, impaled by Sephiroth's 
katana. It’s a brilliant way 

to bring the villain into the 
story, having him lurk just 
out of reach. 


Knights of the Round was 
easily the most lavish 
summon spell in the entire 
series up until that point. 
The animation for the attack, 
Ultimate,End, sees 13. knights 
baveting the’enemy with 

& slew of extradrdinarily 
powerful moves; a just 
reward for the exhausting 
process of breeding e Gold 
Chocobo to get it. 


SEPHIROTH 
WALKS INTO 


THE FLAMES 

The highlight of the entire 
Nibelheim flashback, tol 
from the village of Kélm 
early on in the st6nyis an, 
eye-opening cingmato where 
Sephiroth turns away 

from Cloud into the flames, 
after the twisted/Werrior 
burns the town to the 
ground. Perhéps the most 
visually recognisable part 
of the gamer 


In this flashback, the events 
of the Nibelheim incident 
are fully disclosed. We 
learn that Cloud borrowed 
Zack's identity, and that 
this member of SOLDIER 
was gunned down by 
Shinra outside Midgar. This 
sequence is made all the 
more sad when you've earlier 
encountered Zack's parents 
in the town of Gongaga, 
where both his mother 

and father are completely 
unaware of his tragic fate, 


Late into the third disc, 
heading into the ocean 

with the submarine 

givés the player a few 
Surprises, including the 

final whereabouts of the 
Turks, Shinra’s agents 
whose paths cross yours 
throughout. Thet's before 
you see bubbles emerge 
out of the black) though = 
when the, féarsome Emerald 
Weapon drifts towards you in 
terrifying fashion, Bret It's an 
absolute bitch to kill, too, 


Final Fantasy as @ series is 
ingenious in the way it lets 
you manoeuvre around the 
world. When you get the 
Highwind, you can go almost 
anywhere in the entire world, 
a gloriously freeing reminder 
of the diversity of locations 
within the game. 


(Ss histéty of bloodshed and trauma, that players 


hadn't seen before in Final Fantasy. “Furthermore, 
however far the player pursues him, Sephiroth 

is slways just out Ofreach, and because of this 
our image of him becomes more and more 
idolised and idealised,” explains Kitase. “This 
‘Story structure also overlaps with the reasons that 
Cloud has Such a complex about his own past, 
andi'Gelieve it is an effective tool for showing the 
felationship between the two characters.” 


Il the character designs and their 

personalities were left in the hands of the 

designers, a break from previous games, 

where Sakaguchi would oversee their 

conception. This was also the first project 
where Tetsuya Nomura would be the sole 
character designer, who, having contributed work 
to Final Fantasy V and Vi, replaced Yoshitaka 
Amano from the previous titles. A Famitsu 
interview with Nomura {translated by Andriasang} 
explains that Cloud was essentially his creation, 
yet Kitase told us that determining both the 
looks and personalities of every one of Final 
Fantasy Vil's iconic cast of characters was 
“largely the responsibility of [Nomura]", It 
marked 3 sea change for the series, Gone were 
the primarily medieval, dreamy heroes of Amano, 
and in came a fresh, exciting array of heroes that 
would have an extensive impact on Japanese 
popular culture — not to mention birth a string of 
ideas that would be appropriated into character 
clichés, like spiky hair and giant swords. Amano 
would still contribute character sketches and the 
iconic meteor logo, however. 

The immense back story for these heroes 
and villains was fine-tuned by scenario writer 
Kazushige Nojima, while many of the actual 
narrative ideas came from a unique exercise that 
once again showed Squaresoft’s experimental 
approach. “When designing the game, we asked 
all staff on the Final Fantasy team to submit 
possible episode ideas for character back stones 
and created the overall stories by putting these 
together,” says Kitase. “It was the scenario writer, 
Mr Nojima, who managed to put together 3 
complete and detailed story from this massive 
pool of ideas, a process that was much like 
putting together a jigsaw puzzle.” 

This exercise led to an intriguing collection 
of stories across the cast of heroes, with one 
main plot driving it all: the planet's impending 
destruction at the hands of Sephiroth, where 
he would harness the world’s natural defences 
~ known as the Lifestream - for himself. The 
cast of Final Fantasy Vil, including the tortured, 
unfocused Barret; last of an ancient race Aeris 
(or Aerith — a misspelling in the game's 
translation, as you probably know); and down- 
and-out pilot Cid Highwind; as well as more 
esoteric faces like the tomb-dwelling, optional 
companion Vincent Valentine, struck e chord with 
gamers, as their stories dovetailed skilfully with 
the main narrative. 

These small tales, even Sephiroth’s, traced 
back to the all-encompassing Shinra plot device 
- this corporetion that is draining the planet of its 
resources. Given that Final Fantasy Vil was made 
in the mid-Nineties, you could draw obvious 
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parallels with the real-world environmental issues 
at that time. Yet environmentalism, surprisingly, 
was not part of the team’s storytelling agenda, 
Kitase explains: “We did not particularly plan 

on bringing out environmental destruction as a 
major theme of the game but rather intended 

the story to depict the internal struggles of Cloud 
and Sephiroth. 

“However, if pushed | would say that this 
theme was not so much that of concern over 
destruction of the environment but more about 
how we wanted to show how civilisation and the 
environment coexist. Cloud and his companions 
first appear in the game as 2 group trying to take 
down the Mako reactors, but in the end we see 
them getting help from the Lifestream that is the 
source of that energy, and going forward into a 
future of coexistence with the planet. | believe 
that this theme of how we can strike a balance 
and live in harmony with the environment is one 
that is shared by all of us.” 


he Lifestream is the literal embodiment of 
the planet's energy, where all life emerges 
from and where it returns to with death. 

its genesis came from Sakaguchi, who had 
come up with the idea as a reaction to tragic 
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events in his own life. “When we were creating 
Final Fantasy iil, my mother passed away,” he 
said in a video to coincide with FFVIIs release. 
“And ever since, | have been thinking about 
the theme of life. Life exists in many things, 
and | was curious about what would happen if 


| attempted to examine life in e mathematical 
and logical way; maybe this was my approach in 
overcoming the grief | was experiencing.” 

With that delicate balance in mind, an 
antagonistic force like Shinra seemed suitable — it 
also presented a fine opportunity to go against 
the curve of the last six games. “We had @ 
feeling that ideas for villains in RPGs had kind of 
become stale and repetitive, with it always being 
something like a massive dragon or an evil ruler 


who had acquired an ancient power,” says Kitese. 


“When we asked ourselves what @ more modem 
take on @ powerful evil would be, we came up 
with the idea of a corporation that pollutes 

the environment for excessive profit.” 


he most talked-about moment in this 
complex tale, though, would be the death 
of a major character. One of the conditions 
of running our exclusive interview from 


Square Enix was that we wouldn't reveal this 
cheracter’s name — but you know which one we're 


talking about, Everyone knows it. You might or 
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¢ Obviously, 
role-playing = 
genes were a huge 
influence on Borderands Fina! Fantasy 
offered many of the standards and tropes 
that are borrowed by many role-playing 
genes of today. The engagement and 
motivation that comes from levelling 
up and the draw of collecting loot 
first became clear to all of us when 
we did such things with penci-and- 
paper games. While mary PC games 
appbed these principles, Final Fantasy 
managed to capture the design in a 
most eccessible wey et 2 time when 
our controllers had only a D-pad and 
two buttons. The elegance of the Fina! 
Fantasy approach to role-playing has 
inspired a generation 
In fact, the very first vdeogame that 
my wie and | played together from 
beginning to end was the first Final 
Fantasy geme on the NES. To this 
day, we have fond memories of that 
expenence and an irrational loyalty to 
the franchise. | know that many people 
see Final Fantasy Vil as the high-weter 
mark for the series, but for me it was the 
earlier Fina’ Fantasy games on the NES 
and Super Nintendo that have had the 
mest impact 
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WHAT HAPPENS } i 
NEXT... 


SEQUELS IN FINAL FANTASY 


(3 ANAL FANTASY X-2 
Solid and technically superb but 
tonally misfiring, Final Fantasy X-2 
took FFX's timid protagonist, Yuna, 
then popped on some hot pants 
and gave her a couple of guns. The 
game's ‘Perfect’ ending is almost 
worth playing through it alone for 
fans of the first game, though. 


Cs FINAL FANTASY IV: 

THE AFTER YEARS 

Originally released on mobiles in 
Japan, then through WiiWare and 
again on the PSP with Final Fantasy I: 
The Complete Collection, The After 
Years is a direct sequel that is built 
with the look of the original SNES title. 
The PSP version presents it in the most 
coherent, beautiful form. 


— = + 


 DIssIDIA 012 [DUODECIM] 
FINAL FANTASY 

Forget the stupid title. Aside from the 
unfortunate shortage of new content, 
this sequel to the fan-service-packed 
original is a top-notch action RPG 
that was snubbed last year, no doubt 
affected by the PSP's atrocious piracy 
rates. Nevertheless, it comes packaged 
with the first game, so get it if you 
have the chance. 
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have spent hours training this character up before 
the event occurred. It didn't matter. This character 
was wiped out of the story. Such a brave decision 
would be the defining moment, and it stunned 
this new generation of JRPG fans, and is still the 
subject of much conversation today. 

Itis odd that Square Enix declined to comment 
on the sequence, having done so in the past - 
even Kitase himself, back in 2003. It could be that 
the company is hoping new gamers discover 
Final Fantasy Vil through the PlayStation Store, or 
that something new involving the game is in the 
pipeline. Either way, that moment was designed 
by Square to create a sudden void in the player, 
to make them think they'd have acted differently 
were they to know it was coming, 

There are more surprises besides, though. A 
major plot point some way into the game sees the 
threat level raised significantly as giant creatures, 


of a talented group of people, sharing a potent 
creative culture. We asked Kitase about the team's 
dynamic at the time. 

“Before FFVII we only really had 20 pixel 
art designers, but for this project many 3D CG 
specialists and designers came in from outside 
the company, leading to an interaction of various 
working cultures that was very stimulating,” 
he seys. “All the in-house designers also 
started to learn to use CG tools, and we held 
a lot of seminars and explanation meetings. | 
personally received instruction in how to use 
Alias PowerAnimator, and around a tenth of all 
the character motions seen in the game's event 
scenes were actually created by me!" 

We had to ask Kitase if anything changed in 
development - and, as it happens, Square had 
a relatively airtight vision of FFVI, with only 
one change that fans will definitely have noticed. 
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a super-boss motif of the series known as 
Weapons, march into the overworld and heighten 
the drama of the closing act. The Emerald and 
Ruby Weapons are especially tough to beat, yet 
incorporating these powerful entities as part of 
the Sephiroth storyline imbued them with a new 
importance. Kitase explains why the team opted 
to do this: “In all Final Fantasy games, we always 
put in very powerful monsters in the latter parts 
of the game to challenge dedicated players and to 
deepen the gameplay experience, enhancing the 
longevity of the title and giving something to do 
aside from the main quest. We had already got 
the concept of the Weapons as defenders of the 
planet for FFVII and so decided to tie that together 
with these play-enhancing features.” 

But the story, despite forever being the guiding 
light for the Final Fantasy series, was matched 
by FFVII's immense technical and mechanical 
advances, Creating @ masterpiece of this calibre, 
with such scope in setting and the jaw-dropping 
amount of iconography that would define 
Japanese RPGs from there on, was the product 
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“The only thing that we had to change during 
development was the level of deformation on 

the characters. The fact that the characters are 
depicted at different levels of deformation in the 
field, battle and CG sections is a remnant of these 
changes.” Whereas field characters ended up 
being blocky 3D models, the characters in battle 
had far more detail. As Kitase mentions, too, 

you can see this difference in CG movies —- some 
depict the characters in blocky form, while others, 
like Sephiroth before the flames of Nibelheim, 

are more impressively realised. It's a curious 
inconsistency, but of course forgivable in the face 
of the finished product’s other achievements. 

The locations have aged better, thanks to the 
heavy use of prerendered backgrounds, Yet part 
of Final Fantasy Vil's appeal to long-time fans was 
the introduction of a fully 3D world map. Despite 
the cinematic touches present in other parts of 
the experience, the world map was seen as an 
updated version of the SNES overworld, “This 
part of the game was not actually all that much of 
a challenge,” says Kitase. “It goes without saying 
that, at the time, creating data for s 3D map was 
hard work, but for better or worse we decided 
to do the map along pretty similar lines to a 2D 
world map from the Final Fantasy games of the 
Super Famicom era, so there were not a fot of 
problems with the overall vision.” 
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THIS PLANET AS MY VESSE 


Pa 


FORGOTTEN 
CAPITAL 


“As this was to be the 
location for some of the 
most important scenes, it 
needed to be eerie, spiritual 
and made up from a more 
limited number of elements. 
In order to convey the idea 
of long dead civilisations, 
we used the motif of the 


bed, with architecture 
on giant shells” 


~ 


} DEVELOPER. COMMENTARY 
, COSMO CANYON 


» “The concept of this area 
had been finalised es 2 
valley and observatory 
like the Grand Canyon, so 
| had the designers putin ~ 
more of a medieval feel, 
with fantasy elements 
such as the clockwork ‘cosmic spheres” 

fe planetarium and the gyroscope compass? 
i | 


OJUNON 
A port town that is also a 
military base, Junon is attacked 
} later on by Sapphire Weapon, 
where the giant Junon cannon 
ceremoniously takes it down. 


O THE NORTHERN 
CRATER 


This is where Jenova landed 
about 2,000 years before the start 
of the story ~ 8 creepy, expansive 
crater where the climax of the 

| game takes place. 


DEVELOPER COMMENTARY ~ 


fossilised prehistoric sea 0° 


L 


0 NIBELHEIM 


As more observant players will 
know, after Nibelheim was burnt 
down by Sephiroth, the entire 
town was rebuilt by Shinra and 
the citizens replaced with its 
employees in 8 cover-up. 


O COSTA DEL SOL 


An utterly bizarre, Spanish-style 
holiday town with a relaxed 
atmosphere, players could later 
buy an overpriced house in this 
pleasantly different part of the 
world map. 


t 
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With insight from Final Fantasy VII's 
art director, Yusuke Naora, we pick 
out key locations from the story 


DEVELOPER COMMENTARY 
MIDGAR 


“The overall 
silhouette of 
Midgar was 
inspired by 
looking at a pizza 
| was eating with 4 
friends while | was stuck for design 

ideas. For the Shinra building, the 

overall sense of scale came fram e 
looking up every day at our company 


DEVELOPER. COMMENTARY 
GOLD SAUCER 


“As there were a lot of mini-games in the title, | 
set the question of, ‘What would an amusement 
park in this world be like?’ and made sure 
everyone had fun when designing this area” 


offices and also had festures taken from 
structures where practicality influences 

|| the design, such as the bridge of a 
ete and industrial furnaces: 


OGONGAGA 

This sad little town is the 
location of an exploded Mako 
reactor, with the citizens 
mourning their lost. Like a 
sister town of Nibelheim, in 

a strange way. 


OWUTAI 


A more culturally differentiated 
locale to everywhere else, Wutai 
is the sole town on the far 


fern continent, and marks 
the only location where the 
he 


es team up with the Turks. 
j 


( 


os 


O COREL 


Barret's hometown-turned-post- 
Shinra-wreck, this is where you 
can catch the lift to the far more 
jolly Gold Saucer. There's a ruddy 
superb chase sequence here later 
in the game, too. 


O ROCKET TOWN 


Built around a launchpad, this is 
where one of the more interesting 
characters, foul-mouthed pilot 
Cid Highwind, hails from. It’s 

@ cheerful moment when they 
finally get the rocket into space. 
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CONSTANTIN | 
JUPP 


Assistant producer, 
Media Molecule 


¢ Final Fantasy Vil 
made me realise 
that games were so 
much more than just running or shooting or 
fighting. Far from mindless entertanment, 
they could actually stir emction within the 
player, It's the game that inspired me to join 
the games industry and help create those 


experiences for athers § 
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Instead, the team had to spend more 
time worrying about the individual locations 
themselves, which were significantly more 
imaginative then their cartridge-based forebears. 
“It was actually a lot harder and took much more 
work realising the fully rendered backdrops for 
the towns and dungeons, as nothing like these 
had ever been done before at the time. Having 
said this, the world map in FFVII did play 8 very 
important role in the game. After the first part, 
which is spent in the oppressive and cramped 
environment of Midgar, the feeling of liberation 
and freedom at the moment when you step out 


between generations, “We had decided on the 
idea of battles in 3D, with the camera panning 
and zooming around the action, from before 
beginning development on FFVIL In 1995, we 
created a prototype game based on doing the 
battles from FFVI in 3D and showcased it at the 
SIGGRAPH convention that year. This test game 
was made with an eye to perfecting the idea for 
the battles in FFVIL” 

Aided by the straightforward yet endlessly 
customisable Materia-based ability system, as 
well as visually extravagant Limit Break attacks, 
the combat in Final Fantasy Vil would never 
become a chore. This title also saw the best work 
of composer Nobuo Uematsu, building on his 
incredible music in FFVI with a series of stunning 
and highty memorable themes and leitmotifs. 
Any poignant, dark or pleasant instance is helped 
along enormously by his work, and he made an 
easy collaborator for Square. “We basically just 
showed Mr Uematsu the character designs and 
the scenario, and had him familiarise with the 
overall themes and images of the game before 
letting him loose. There were no specific detailed 


66IT TOOK A LOT OF WORK REALISING 
THE RENDERED BACKDROPS, AS NOTHING 
LIKE THEM HAD BEEN DONE BEFORE 99 


onto the world map is one of the game's most 
memorable highlights.” That’s completely true, 
and this was a stone’s throw from making it into 
our list of fevourite moments. FFVI! progressively 
puts more power in the player's hands through 
the way they interact with the world. 

Random battles would remain part of the series, 
but as directed by the SIGGRAPH presentation, 
the actual look of them marked an exciting leap 


requests, and he was allowed to create the score 
comparatively freely,” says Kitase. 

While HD technology and high-capacity 
storage media has let Square Enix realise the 
most elaborate of visions with Final Fantasy, 
there is something pure about the seventh game. 
It’s such a well-rounded experience that it’s 
obviously the product of a developer at a peak of 
creativity. Being the first Final Fantasy released 
in Europe, and armed with e slightly misleading 
marketing campaign that focused on FMVs over 
gameplay, it turned a historically marginalised 
genre into an international phenomenon. 

That's why there’s always talk of a remake. 

Yet gamers clamouring for this must surely 
realise the potential for disappointment — Final 
Fantasy Vil was a product of the CD-ROM era, 
and everything was built on that foundation. 
To try to replicate that in today’s HD landscape 
would be @ fun curio, sure, but we're almost 
certain that it wouldn't surpass the original 

Swill, the constant talk of revisiting the game 
is a testament to gamers’ attachment to this 
world, to these characters, and to the themes of 
identity, life and death thet no other entry in the 
series has matched. It is @ masterpiece, born in 
the midst of Square enjoying the technological 
revolution laid before it, and justifiably becoming 
synonymous with the PlayStation platform. 

For the company, the project was a risk that 

paid off supremely, but more profoundly for 
FPVII's receptive audience, it showed them that 
videogames could offer a journey beyond that of 
any other medium 


Special thanks to Roxana Etemad for her huge amount of 
help with this feature. 
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In 1997, Blizzard 
plunged gamers into 
Hell for the first time 

with Diablo, an action 
RPG that would shape 
the genre for years to 
come. The franchise 
has established itself 
as the leading name 
in hack-and-slash 
loot-hunting action 
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* THE BACKGROUND 


Chances are you haven't heard of Silicon 
& Synapse, or rather you don’t think you 
have. indeed, the American developer, founded in 
vt exactly quick to make a name 


of C-ist 


itst real sniff of commercial and critical 
ft developed 1 


in the thes of 


njectng 3 ete r 
© proceedings. Wes 


and me 
and original RTS. But 
tked on growing 

uels and expansions 


while Blizz 


$ main team 
the Warcraft brand 


ative names in 


se of | 


2, and things 


shiowballed from there 
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Clearly spotted a level of potential in the studio that 
nobody else had, and the com y Quickly snapped 
up the small Californian studio. Renamed Blizzard 
North, the team surprised the world with a hugely 
original action APG that nobody saw coming, 2 game 
of class and quality that created and defined a genre 
in one fell swoop. That game of course, Diablo, 
2 release that would do for the action RPG 
Warevatt did for the RTS and would forever er 
while nobody ever really heard of Silicon & Synapse 
or Condor Games, everybody would come to know 
Blizzard's name. 


>» THE GAMES 


Diablo (1996) 

Originally pitched as a tum- 
based evolution of rogquelikes 
such es Moria, Bliz 
seminal ARPG changed 
massively between evtal 
concept and finished article 
et in a dark fantasy world 
id 2 war between Hea’ 
and Hell, Diablo was the game 
that first proved that Blizzard had a level of imagination 
on a par wath the programming abaty already 
demonstrated with Wercratt 

And while the game itself ved some way from 
its initial roquelike design, some aspects still carry the 
hallmarks of Rogue and its simplistic RPG invita’ 
Diabo offers a single 16-floor dungeon that consists 
of randomly generated levels — a setup common in 
roguelikes — and the semnplicity of the combat is yet 
another sign of the game weenng its inspiretions 
proudly. Furthermore, enhanced items must be 
appraised before their specal abilites can be learned 
and made use of, only here such iterns cannot be 
equipped at all before being appraised, whereas 
most roguelikes tend to let you try on anything you 
ke, offen slapping you with curses and undesirable 
effects for your Gunosity. 

But where rogquelikes generally hide behind simple 
present in to facilitate a greater level of freedam, 
Blizzard wes able to blend e gothic art stve with a 
lar isometric viewpoint to @ seen in popwar 


ure that 


ven 


games like X-COM to deliver an experience like no 
other. Every trip beneath the surface proved unique, 
hallways branching and rooms appearing differently 


and the quests on offer changing dynamically. It was 
incredibly rare to See a role-piaying garne offer such 

al for multple plays and repeat visits to are 
lust one of the reasons why players were so 
quick to take to Diablo. 

The trio of cheracter clas: enother; three 
role-playing staples totally different 
expenence. It might not sound like much = and on 
paper, it isn’t - but coupled with Diabo’s inspired 
mechanics and rendomised elements, it made for 2 
game worth playing three times or more, Combining 
the personel levelling process of a traditional RPG 
with @ torrent of increasingly enpressive gear courtesy 
of the frequent loot drops, each could be 
easily talored to either play to strengths or cover 
nd this is sorn ng that really came 
tarted to play eround with the 
game's multiplayer component 


EXPERT OPINIONS 


Jay Wilson, lead designer on Diablo Ill, discusses 
how the franchise has evolved since its 1997 debut 


Was the series’ heritage a 
deciding factor in retaining an 
isometric viewpoint for the 
new game? 

Jay Wilson: [hat was one of 
the reasons. You could make 
a fir of third-person Diablo 
game no problem — the unive 
would support it and there are 
a lot of advanta a game 
like that. Wi we locked at 
the industry, we saw plenty of 
games like that, but we didn't 
See ay garnes like C aft 
So we just felt like it was more 
interesting to stick with the 

ick 


isometric view and to 
with that kind of gameplay — 

it just isn’t explored enough 

At Bizzard, we're all about 
gameplay. Al of our choices 

are based on what will make a 
gare play better, what's going 
to make for more interesting and 
different gameplay to what we 
see somewhere else. It's funny 
that to meke a second sequel to 
a@ game, we're actually exploring 
gameolay tha 
wh $ ignoring, It’s not often 
you can say that you're making 
a second sequel 51 beng 
really innovative. But we do 
feel that, compared to the rest 
of the industry, it’s a more 
interesbrg choice than 2 lot of 
people are making. 


an industry as 8 


How much cross-pollination is 
there among Blizzard's titles? 
JW: | think a lot of the time, 
people forget al the things that 
Word Of Warcraft took from 
Diabio Il. The talent tree from 
WOW is an adaptation of the 
Diablo i one. The quest icons 
that appear over peopie’s heads, 
those are from Diablo I Tons 
of skils are cross-polinated 
between all the Blizzard titles. 
Any time you have something 
@s popular as World OF Warcraft, 
you'fe going to have a backlash 
from people who just don't care 
for that ste of game. I think 
the core worry that people have 
is not whether there's @ skill 

oF a particular piece of art that 
looks like World Of Warcraft = 
they're worried that the came 
that they love is going to turn 
into something new, And that, 

I don't think they should be 
worried about. We're definitely 
making another Diab. Certainty 
we're influenced by games 

like WOW; Dut we try to be 
influenced in such 2 wey that 
we'll take something because 
it’s better, not because it's 
different or because we think 
that suddenly it'll make the 
game more successful because 
WOW is so successful, Digblo 
iwas the bestselling Blizzard 


+ [PC] Dishdo Oroessies plvecexrimnaly popuser, erty heaving ive USS PC top bo as lan 2010, 
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game of all time until very 
fecently, So it did just fine. 
We're certainly not worried thet 
if we don't stick to the Diablo 
formula we'll suddenty not have 
2 success. 


Do you expect a backlash 
from die-hard fans every time 
you announce a new feature? 
JW: It's kind of a no-win 
situation. We look at the wizard 
and, to me, she's quite different 
to the sorceress because there 
are all kinds of skils on her 

that we could never put on 

the sorceress. The sorceress 

is an elementalist, so if it's not 
lighting, fire or ice, it doesn’ 
feally work on her. But the 
vezard is more a kind of straight, 
old-school, pen-and-paper RPG 
mage — she can coryure physical 
objects out of thin air, she 

can Stop time, she can create 
ilusions. None of these things 
ith the [sorceress] 

je two are really 


fent, | think mayde people 


were hoping for something 
completely out of left field, but | 
think if we were to do that, we'd 
disappoint all the people that 
want rd/mage/sorceress. 
So what we tried to do in 
those cases was come up with 
different takes on those classes 
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BU nature 
‘ERIES 


££ While ever 
really heard of Silicon 


Blizzard’s name 99 


Also 
appeared on... 


DEVIL'S THIRD 


IT’S BEEN A long time coming, but 

the mythical third Diedlo game is now 
very much 4 reality, and after so many 
years of rumours of console versions 
and radical changes to the formula, 

it's reassuring to see just how true 
Diadio Ill stays to its roots. It makes the 
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bold step of maintaining an isometric 
viewvpoint, for one thing - the ultimate 
no-no in @ market where processing 
power iS everything = but replaces the 
Pre-rendered cheracters with polygonal 
ones for the first time. Despite some 
moaning fram fans about the art style 
end palette, the final game is beautiful 
to Dehold and not far removed from 
the grim, dark feel of its predecessors. 
And the gameplay? Suffice to say there 
Gre loads more things to slay and more 
loot than you will ever know what to 
do with. So yeah, it's Diablo all right 

It's just @ shame that it didn’t ship with 
the PVP elements, though Blizzard has 
promised that this side of the game will 
be ready to go shortly. 


Battle net functionality was one of the final things 
to be added to 


brainwev 


efore fel 


2, a last-minute 


iid allaw players to meet in lobbies, 


party up and hee gether. Frai 


sorcerers needn't th & mighty 


pal the 


rrice or 
t for up to four pla 
r the internet, 
aling fex 
itself apart fror 
ing by ahowing 
another = it might 
Hons fighting amor 


rs either 


t Diatto's mo 
allowed the game to 
examples of co-< 


playe 


y dsplays 
off your rai 
It wasn’t al good ne 


addition 


ay to show 


he packeg@e sn't quite 


ure and beler it could have been, 


book, the sco en using their dl- 


power to screw o other players. T 
Blizzard had clearly sturnbled ecro 
ll with Diatye, though it was far too early 


esting on laurels 


to ben 


Diablo: Hellfire (1997) 


The huge pagularity of 
lebut le 


“4 


expansion later that year in 
the farm of Hallfire Oddly, the 


add-on wes not developed 


by Blizzard Out by Synere 


$s ‘e for Sierra 
t includes 


Nbellishments widely 
ily the 


off as nor 


ature-filled of c 


ither way — fans 


ted more self-contai 


1an 4 couple of nev 
s and a handful of extra unique iterns, though the 


expansion was probably worth it for the extra character 


Class it pro forrr 
Wh 
ed on a single stat — 


wcerer and ¢ 


magic for the s 


the monk v 


ems as though 
meant to be the only new edditon to the 
tof adventurers either, as fiddling around 
f the contig files alowed access to 

he bard and the barbari 


1 as unlocking a few 


nished dasses || 


quests that never m: 


it into the final pe 


Diablo 29 (2000) 
id Sov 
nmgnal game's 
and shortcomings, Dia 


o 


fightly revered e 
exarnpies of rts genre ever made. 


Blizzard took everything on board, 


complaints 
length ackno 


out the onginal’s 


ve new Bs 
ection of more interesting A 
nd a much deeper lact pool, bringing it all 
together to create a tme 

Picking up where the first game left off, 


classic. 


origine 


corrupted by the inf 


Lord of Terror himself, Diablo I quickly 
t of ground rules. Gone 


1, rep 


85 the single 
th an overworid 


whole new s 


ar more like an epic adventure thar 
and it’s for this re 
Supporting the game 2 | player base until only 


Few games can boast a lifes: 


that Bi 


in of over 


@ Gecade 


Diablo tt 


lew deserve such dedication ugh 


f among their number, 


time afound, the multiplayer and Battle net 


were at the heart of the garne’s design 
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SERIES HIGHLIGHTS 


SIGNATURE SERIES: DIABLO 


@ STARTING LIFE AS ab 
&bout one of the original's oddly placed 
bovine NPCs, the Secret Cow Level 
ame a reality in Debio fl Those 

© Dut Up quite 2 fight 


@ THINK YOU'RE ALL th 
differ. The 


arre rumour 


@ SETTLING INTO A skilled party v 
al wel and good, but when the chest- 


" 


e dien hundreds of h vorth 


sally 


excent a fight. 


att 


2 


solved anything 


THE HORADRIC CUBE BIG BOSS MAN ALL THAT LOOT 


can lead t 


and be careful who you party up with 


@ BEFORE CONSOLE-BASED onine 
Services developed gated communities 
for players, Battie net ne best way 
to organise online garning sessions 
with fiends and strangers alke 


to the loss of 
of work Oh, 


BLIZZARD'S 
CONTINUED SUPPORT 


@ WHAT'S BETTER THAN an almost 
endh ply of loot? Why, an item 
that combines all your unwanted 
reasures into all-new ge 


The possibilities are prectically endess 


@ BOTH GAMES BUILD towards 
battles against Diablo, the Lord of 
Terror himself. You better hope your 

gear and skills are in check if you don't 


@ WE DREAD TO think F 
things we've s' 
years and how 


hawked or just thro 


of course 


went to be dragged straight to Hel Clue 


enhanced further stil, upping the le into the thousands 
d the existence of 
tplayer 
nted 
tte.net's 


ena step further, parties 


and exp 


rv 


abilites thet improved w 
environment proof that Blizzard really v 


on this interesting aspect of the original. 8 


nen used in 


ensure that the game pretty 
Many have tried to improve on Blizzard’ 
ement, but few hi 


buid 


phenomenal ach 


jobbies allowed this to be 


recruit 


proonate charect fresh and pleyeble today as it ever w 


f fenk 
" MMORPG 
With the level cap basically doubled fromm 50 to 
99 and a tno of difficulty settings through which 
to advance your characters, DiabO Il also made 
more of a point of the replayability afforded by 


an all-time cl red, even 
the next chapter, and that there a 
Diablo I! devotees pouring hours 
the ultimate loot drop is testament to the ga 
ring quality. Vill the launch 
into the numbers of the Diabo i! hardcore 
certainly. But they 
hungry gamers, th 


Drabfe VY. 

Lord Of Destruction (2001) 

Being developed by Blizzard, 

unlike Diablo: Helfve, Lard 

Struchon? was as 
cantent upd 

> ia 


eful partyw 


the norm 


arch for 


far awe-ins| 


be back. After ail, for many Icot- 


could be developed further, stats grown to previously 
mpossible highs, and character bullds expanded in 
ons than was possible 
ki 
15€ to Orave 
Hardcore mode, where all items and character 
progress are lost for good on death - one of the most 
punishing and upset 
gaming hi 
Diablo Hl p 
oredec ofr, and 
© too did the nurnber of v 


where it all began 


far more inter 


with the origi 


or 


e Umate ¢ 


ig examples of permadeath in 


it was an 


ui than its ion for it. Kt offered 


nal fifth chapter to 


per 


Thunity grew around it 
ays in which the game 


S "yiine as w 


could be modified. Mo lable today range from of new character 
complete content overhauls that try to re-create the but its bes as in the 


tell ore impr 


geme , 10 Oe me ade to the main game 


ned to evolve all of Diadvo Il’s best elements 


of new loot was added, including 


augntered over the 
ny priceless trinkets 


@ FEW DEVELOPERS KNOW 
to maintain a loyal player base better 

than Blizzard. Its commitment to adding 
veaks for so 


row mary 


Mv away, 


ways toc 


the additic 


5, power 
that could be added to 
particular rune sto 
rthe 
he game with additio: 
addition 
keep advanced playe 
wid improve the experience for everyone. Blizzard's 
dedication to the cause has been incredible, patching 
the game as recently as October 2011 in a sign of 


the studio's d 


table equipment by socketing 
S in the night order. 
¥ patches end updates vould continue to 


al CC 
vertu post 


ontent, including the 


nely Po 


Sif to Continue to Give dack to the 
ot it to power in the first pl 


community that 


+ [PC)The Diabérsenes' mouse-driven imadace & proof that acosssiulity and depth 
ame oot remasly mechrowe 
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Though the 
landscape of 
gaming has 
forever changed 
and is very 
unlikely to ever 
revert back to 
how it was, 
for a long time 
the games Industry was led and 
¢ dominated by the coin-op industry. 
ad Thus, a sizeable gap in technology 
e - during the Eighties - separating 
the innards of arcades and 8-bit 
home computers — woulc jeter 
many developers from trs 
popular arcade hits for the home, or 
stop people from buying them 
Though Jetpac never 
inside an arcade, for many 
Sppeal and brilliance largely came 
from the fact that it looked and 


.. . a 
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Jetpac launched Ultimate Play The Game into the very 
stratosphere of Spectrum gaming, where it remained for 
the entire duration of its existence. In this feature we 
remember the memorable adventures of Jetman, and ask 
those with a connection to the character to share with you 
the impact he had on them 


detailed, its animation slick and 
smooth, even the laser weapon 
fired by its hero conjured up 
memories of blasting away aliens 
in Defender. And to top it all off, 


the game 


mple to grasp, 
addictive a 
challenging 


mper Brothers, 
Started their careers producing 
arcade conversion kits, and even 
the odd arcade game, through 
their company Ashby Computers & 
Graphics Ltd. 
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The Stampers of course would 
eventually turn their backs {for 
& timenst | f 


) the arcade 


d hugely 
Selling over 


nalled Ultin 


set the Stampe 
to betoming hou 
(well, in househo 


miliar with the 


saw playe 
the rc easure-hunti 


mission it was, as chief test pilot 


THE HISTORY OF JETMAN 


S . 
. - 5 
* ~ 
- I 2uP 
eoe17s ai eo0000 go0000 
OP: 

i 

* &% 


daywcae of what a ZX Spectrum ws copii of 


for the ‘Acme Interstellar Transport 
Company, to collect and assemble 


the various parts of dismantled 
space shuttle kits (in what was 
7 possibly a nest homage to the 
» * Barly ZX range of computers) 
which have been delivered to 
various planets in the solar 
system. Once constructed, 
Jetman had to top-up the ship 
with enough fuel to achieve lift 
off and then fly off to his next 
_ destination, However, it was 
mission fraught with both danger 
and reward as the planets he 
visited were full of treasures, 
hostile eliens that d 


[ZX Spactnani Redes! jn 1362, vtec proved # worn 


to make the controls interesting; 
obviously this was Central to setting 
the difficulty of the game. This has 
undoubtedly been a big influence 
on my work, as I've always enjoyed 
using various kinds of ‘physics’ to 
enhance the play experience.” 
Someone else who was duly 
impressed by the game was Ste 


i If the theme of Jetpac 
then the theme for the 


played in colour, and consequently 
| have a Great deal of affection for 

the game. The thing the stood out 

to fhe the most was the laser firing 
effect. ‘That's just like Defender,’ 

| thought!” . 

Someoné else who felt Jetpac « 
shared similarities with Defender 
wasArcher Maclean, who Shares 
with us his first impressions of 
the game. “My mate up the road * 
had a Spectrum’ and | figsf*saw 
both Jetpac and Lunar Jetman on 
it. Initially) remember thinking in 
1983 that Jetpac was yet.another 
Defender clone with the platform 
game mechanic from Joust 
chucked in for good measure. 

But it was impressive at the 

time because the programmers 
had pushed the limited hardware 
more than most and it was actually 
quite playable, 

Archer would of course later 
release his own popular jet-pack- 
based shooter with his Atari 800 
smash Drgpzone the following year. 

‘Curious then as to whether his jet- 
pack-wearing hero was inspired at 
all by the Stampers’ spaceman in 
any way, we asked him the question. 

“Dropzone was pretty much 
written in 1981/2 on an Atari 800 
after extensive playing of Stargate, 
Defender and Robotron in the 
arcedes. After a break to go to 
university, | revisited it in 1964 
and the main character wearing a 


was to 


quel was to destroy * 


“Pickford, At the time Ste obviously 


had no idea that several years later 
he would be working alongside the 
Stampers to produce a sequel, but 
remembers vividly the first time he 
sew Jetpac in action. _ 

“My brother John had a ZX 
Spectrum, which he used to write 
his first commercially released 
game - an adventure game called 
Ghost Town, released by Virgin 
Games. He earned £500 from this, 
and the first thing he did with 
the money was buy a 14” 
portable TV, which cost 
about £250 back then. Previously 
we only had a 10” or 12° black- 
and-white TV, which he'd written 
Ghost Town on, The second thing 
he bought was a copy of Jefpac. 


» So Jetpac was the first gamelsaw _ 
in colour on John’s Spectrum, and 


the first Spectrum game | actually 
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Trailer 
Trail 


It's not uncoramon for classic games to 
breed outlandish wild geese chasesitor 
fares. Sometimes they're intentional red 

herrings conjuréli up by mischievous 


programmers, ather times theyre 
originated by fans and then sienply 
qnowhall trom there. The latter was 
exactlyabes hapolined in the case of the 
famoys red fish found in Lunar Jetman. 
For a lang time many fans believed that 
the trailer seen pulled by the Hyperglide 
Maon Rover ig the game's loading 
screen was obtainable. Weight was 
then given to the theory when CRASH 
printed a reader submitted picture of a 
Screenshot of the garne thet seemed 
ta show an image of the rover pulling 
the enythtal trater behind it, causing 
many readers to embark ana fruitless 
fission to find it, Of course it was later 
revealed that the image was a fake, 


» knocked up by a witty practical joker. 


Keeping the pretence going, though, 
during an interview with CRASH the 
Stampers were asked about the trailer 
but didnt confirm either way whether 
or not @ existed. Not that we're trying to 
feopen the hunt ar anything. 


ioReoo 


2uPp 
S89000 


PREIS 


- 
jetpack was inspired by the fact 
that | sayy a ‘Rocket Man’ fly into 
the stadium of the 1984 Olympics 
in LA, so Ereplaced my animated 
spaceship With a jet-pack bloke 
instdad = complete with animated 
legs swinging about as he moved.” 


LUNAR JETMAN 


If the theme of Jetpac 
was to collect and 
construct, then the 
theme of the sequel, 
released later that 
year, was to destroy. 
Following the events 
UESREREE of the first game, 

° Jetman crashes on 
yet angther hostile alien planet 
after his ship — which he spent so 
bloody long constructing ~ starts to 
disintegrate in space. But Jetman’s 
spot of bad luck becomes Earth’s 
good fortune as he leams its 
inhabitants are plotting a revenge 
attack on his home planet in a bid 
to secure some valuable minerals 
for themselves. The new mission 
standing before our hapless hero is 
to destroy a series of alien missile 
salvos before they launch an attack 
on Earth, 

To save Earth, Jetman must 
explore the surface of the planet, 
picking up bombs end ferrying the 
fragile payloads to various alien 
bases to destroy them. Jetman 
finds a Hyperglide Moon Rover on 
the planet's surface that he can use 
to drive the bombs to their target 
destinations without gettingshurt 
by the flyingtalien meanies outside, 
effectively making him invulnerable 
to attack. However, this brought its 


Loony Jetman 


. > : 

goosoo oo 105190 

rrvoe PD velecetaccserele epecabecetevedere 
ure 1S 


own issue: the planet's ground is 
deformable, and the rover, despite 
having massive beefy tyres, could 

only travel over perfectly flat = i 
ground. Therefore, any potholes 

on the planets surface required 

bridging by Jetman, and this would 

mean him repeatedly hopping in 


and out of the Rover to plug the ¢ a 

holes. Along the way Jetman could rere weet hewrwrerw ewes 
also find various equipment to aid TE E 

him on his mission; this included a | 294A. 

handy cannon that could be fitted — 


to the Rover vehicle to blast the 
colourful alien hordes, and even a 
handy pair of teleporters that could 
be used as 4 way to get around the 
planet's surface quicker, 

if Jetman failed to destroy his 
target in an allotted time then two 
missiles would be launched from 
the alien base — one targeted at 
earth and the other at the Rover 
vehicle. If this happens, though, it 
‘was possible for Jetman to intercept 
and destroy the missiles by blasting 
them with his laser, although with 
éach subsequent level reached the sod 85. 
amount of laser fire required to 
destroy them increased. 

With scrolling levels, a drivable ~ 
vehicle, our hero now having to 


Continually top-up his fuel to stay om ff 
airborne, and players given two 2 $ 
different methods to complete their 
missions — either carrying the bomb 
eee 


Rosie 


[ZX Spectrum) Loner Sotrue wes one of a eral wenptew of 
thhes commpatioie vuith thee Carraft Micewagensch aée ov, phony 
same covepy spooct ettects 


afta more attention back in the day. 
1  Cenainly these two games greatly 


THE HISTORY OF JETMAN ~ 


. . 
4 - 

manually Or fiddling around wath = + 

the Rover to trapsport it under the 

protection of cover— Lu Jetman 

was definitely @ far more intricate ° 

game than its predecessor. 

“I'm ashamed to admit only ever -. 
had an illegal copy of Lunar Jetman, 
and as a result! never gave it 
sufficient time to really get into it,” 
remembers Rare’s Brendan Gunn. 

“| loved the idea of taking the core 
mechanic of Jetpac and expanding 
it with the addition of things like 
the moon buggy, the bridging kits 
and the teleporter. Sadly, | found 
it just too hard, and | didn't play it 
enough to master it. | played it a 
couple of months ago and really 
enjoyed it. | just wish I'd given it 


raised my interest in Ultimate, 
and that in turn led to a real 
excitement about getting to work 
at Rare a few years later.” 

Despite the increase in 
challenge the sequel posed, most 
fans still regarded Lunar Jetman 
as an enhancement over the 
original. Among its fans, CRASH 
editor Roger Kean. “I thought 
Jetpac amazing atthetimeé, 
the’first game that had large 

sprites which actually resembled 
the objects they were supposed to 
be. Andithen Lunar Jetman went 
even further, with better sprites 

and a deeper gameplay: And of 
course there was the mythical trailer 
hidden somewhere which became 
both the fantasy of tipsters and the 
reality of budding Speccy artists, 

all of which CRASH published > 
to further drive game players to 
distraction in their search for it.” 


Beginning in issue six and lasting up to issue 93, John 
Richardson's humerous Loony Jelenan camic strip quickly 

became the thing many readers of CRASH flidced too first. In fact, 
il became sa popular that Newsheld offices weuld be flooded 
with letters fram disgruntled readers whenever the strip failed 

ta appear ane month. If yau missed our making-ol Starquate in 
issue 89, then you might be unaware that the much-laved camic 
can also be thanked for bringing about the birth af its hero. When 
creating BLOB for Starquake, programmer Stephen Crow was 
inspired by 2 peripheral big-eyed draid character thal occasionally 
appeared in the comic's panels. An important and inspiring piece 
of Spectrum history, CRASH editor Roger Kean reveals how the 
iconic sinip carne to be, 

First of, | couldn't remember how many Lunar Jelman 
(Loany} strips John Richardson did and was astonished to find 
oul. Me kicked off in issue six July 84) and kept it up all the way ta 
issue 93 (Oct 91), only missing issues 24, 29, 32 and 50, although 
issue 57 was 8 placeholder, which he made up for in the [ollawing 


one with two pages. Issue 59 went into colaur and then fram issue 
44 to 93, they were all in eplour. 

“In those early days of pre-press technology, we photographed 
the Jefman art baards on a PMT (phote-mechanical-tone) process 
camera to film for printing. It tended to be a longer-than-tsual 
process because the camera aperator (Matthew Uffindell) <pent 
the time reading the page, and the gales of laughter from within 
Ihe carnera room indicated whal was being dealt with. 

“From the very first issue, Tim and Chris Stamper tked CRASH, 
evidenced by the detaied interviews/visit we did, the anly magazine 
to have the pawlege of being allowed inside Ultimate Play The 
Game. | cant remember whose ides it was to turn Jefmaninio 
comic strip, especially a daft one, theirs or ours, but ft showed their 
confidence in their character and in us to turn Jetman The Hera 
‘nto Jetman The Loony. And | no tanger remember who introduced 
us lo John Richardson, but it was inspired The strip rapidly 
became a must and we received complaints by the tonne-load 
when thase few issues wen! missing « strip.” 
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Jetpac Refuelled 


2. 


Of course It would be remiss of us lo write & 

history of the Jevman series without tauching an a 
Jetpac Reluelied Rare’s splendid 2007 HD remake 

of the 1983 Spectrum dassc. It was a fantastic 

early XBLA title, and marked the cornpary’s frst 

ever release for the service, ft featured the original — 
Spectrum part as well a brand hew, polished, « 
beeled up revamp boasting a fresh lick of HD 
pari & also featured larger playing fields. the 
option to upgrade Jetrnan's laser weapon, and 
was complemented with all new co-op pay and —- 
2 smattering of competitive multiplayer modes 

for fans to get stuck into — suffice to say the latter 

was a respectiul update that breathed new life @ 
into the Spectrum classic. Those who wish to . 
find out more should be sure to check aut issue ss 
39 of Retro Gamer, which featured an in-depth 

making-of the gane, 


SOLAR JETMAN: 
HUNT FOR THE 
* GOLDEN WARSHIP 


Following very 
big things with 
Ultimate, the 
r Stamper Brothers 
ded once again changed 
the focus of their 
x ) business; this time 
— waving goodbye the 
British home computer market, and 
with it the Ultimate name (selling it 
to US Gold, but then later buying 
3 back the rights to their IP a few 
*vears later}, to make an early break 
into the burgeoning home console 
. market with a new company thet 
* they called Rare. When Rare became 
one of the first Western developers 
to be granted a license by Nintendo 
to produce games for the Nintendo 
Entertainment System, it once again 
proved to beanother deft business 
manoeuvre by the brothers. This 
lucrative relationship marking 
another purple patch as Rare 
produced a huge number of NES 
x games, beginning with the into-the- 
x * screen ski-themed racer Slalom. 
. Ramping up production as 
popularity of the NES rocketed 
= and demand grew, Rare began 
~ a i employing more steff, and 
occasionally entrusted production of 
projects to 4 third-party developer, 
Founded by brothers Ste and 
° John Pickford, Zippo Games’ first 
project for Rare was Wizards & 
Warriors sequel, fronsword. The 
success and popularity its s¢que! 


s5aua sure 


jeTMAN 


F 2208 nig?! 
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garnered led to the studio getting 

more work from the Leicestershire- 

based Rare, although Ste admits at 
the time he wasn't overjoyed to be 
working on another sequel. 

"We wanted to make our own 
games.” Ste remembers. “We'd 
already designed and developed 
lronsword, and didn’t realty want to 
do any more of that kind of work. 
But, if we were going to do a sequel 
to anything, it may have well been 

“something we liked, and | think we 


all liked both the origimal Jetpac, and 


the Looney Jetman comic strip.” 

Ironically enough given Ste’s 
admission, Soler Jetman actually 
began life as an original Zippo 
production. “The project actually 
started as on original game called 
Jota, which we came up with at 
our studio Zippo Games. ltwas 
conceived by the programmer 
Steve Hughes, and it was pertly 
inspired by Olds which was big 
on the Atari ST at the time, and of 
course Thrust - but with some new 
ideas and twists. Although it was 
our original gam®, we were being 
funded by Rare, and at some point 
about halfway through the game 
they just told us out-of-the blue that 
it Was going to be Solar Jetman. No 
di iomor anything.” 

With Zippo Games being 
entrusted with one of the Stamper's 
mest revered series, pressure was 
naturally on to deliver something 
thet would five up to the pre’ 
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two games in the series. 
Surprisingly, Zippo would receive 
little input from Rare with regard to 
how the game would look and play, 
the Stampers clearly confident in 
their abilities. 

“L enjoyed working with the 
Stampers,” Ste told us. “They were 
very sharp, very focused, and very 
clear about what they wanted, and 
every meeting we had would start 
about discussing the game but end 
up with hours spent talking about 
videogames in general and the 
state of the industry. They were 
also quite ruthless, though, and 
never paid us very well or gave us 
much in the wayof royalties!" 

With talk returning to the game, 
though, we ask Ste to explain 
where, apart from the obvious, he 


drew.inspiration for Solar Jetman? 
“My own personal inspiration 
by Durrell on the 


was Scuba Div 
Spectrum,” he 
hours and hou 
and loved the f 
from slovdy 


g you got 
ploring deepe' 
| always wai 


feeling in the 


ompletely original game, | think 


inspiration from enough 
and added 
avn idBas 
@ game that was reasonably fresh 
ting. 

And how large was the team 
that worked on the game and 
how long did the project take to 
complete? “think It took quite a 
whje = longer than it should have 


enough of c to fheke 


and intere: 


anyway! Perhaps around a year? 

It started off as a two-man team, 
Steve the programmer {and game 
designer) and Lyndon the artist (and 
level designer}, which was typical 
ofthe way we made games at the 
time. We had a bit of a re-jig about 
60 per cent of the way through the 
geme, when John*and | got involved 
and we did 2 sort of redesign, threw 
@way most of the existing levels 
and rearranged the structure of the 
game, keeping most of the code and 
about half of the graphics assets, 
then | spent a few months working 
with Lyndon on new graphics and 


The 


The eight-way scrolling levels 
were much largenin scale and 
players began each stage steering 
an unwieldy pod that moved subject 
to inertia. The aim of the game was 
to explore the dangerous cavernous 
planets for fuel, Golden War parts 
and upgrades for their ship and then 
drop them into the base. Each planet 
featured different enemies and its 
own gravitational properties, and 
if the pod was destroyed, control 
would then fall to Jetman, who was 


Spectrum Jetman titles 


each offered a unique approach to 
fetch-for-survival gameplay 


level design. So two people for 60 
per cent of the development then 
three or four for the rest. The musi¢ 
was done by the guy at Rare.” 

The Spectrum Jetman titles each 
offered a unique approach to fetch- 
for-survival gameplay, and Solar 
Jetman was no different. Set across 
twelve planets, plus one secret 
planet for players to find, it saw 
Jetman trying to find and assemble 
the parts that made up the titular 
Golden Warship. And also in fine 
Jetman tradition, it was no walk in 
the park. 


more agile but notably weaker. 

“| think that was my idea, although 
my memory may be playing tricks 
on me. That was a key idea which 
made the game work, and was 
added fairty late in the big redesign. 
it was essential a rip-off of the idea 
in Mario where growing big from 
&@ mushroom is effectively an extra 
life, as you can survive one hit. The 
game elways hed the shield, but 
adding the extra stage of losing your 
ship but staying alive as a vulnerable 
Jetman really improved the gama, 
and gave & great feeling of ‘just 
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seat ts 2 cracking NES gemme that can be picked up for sestttn vethieg thes days. 


Special thanks to Adrian Mitchell for his excellent scan 
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A maddening but logical 2 - 
mechanic, items could onty be 


- 


transported by Jetman he 

was piloting a pod, pl the . . 
target destination by & le. a 

Therefore, whenever his g ; . ’ 
was destroyed, players | a a be 


required to return to base hy 
up another ship td continue aheir 
mission. Ste was concesned, thoughy — tmmwem 
that the to-and-fro might start to | 
like a chore for the player andgo” "— 
during the redesign process he and ® 
the team thought up ways"to soften,” « 
the challenge and makedthe game 
more enjoyable. e 
“There was a danger ef magsive, wy 
levels being long aad bo! and 
it being tediaus"to bring wems" hep 
back a long way to the ship; andr 4 
unsatisfying difficult t@fight baddies 


while also cOntrolling your ship 4 TN SE yr 
(B80 Mczoj 
which was being pulled by’ weight the BBC Micre, loti: vem " 
which you had to protect, If could » on ‘a as 
sve s 


{and at times during developmeft, 
did) add up to a clever but anfoying b 4 o 


game mechanic.A lot of the work * frees 2s 
we did on the big redesign halfway . wee ° 
through was to make the game fun aus ' 


by tweaking the baddie Al, adding .  ™ * 
shortcut/teleports, and generally 
making it more enjoyable and feel 
less like work.” e 

Sister ports of Solar Jetman were 
planned for the Amiga and C64, . 
developed by Software Creations, © 
and at one stage a ZX Spectrum 
version was in the works. None ° 
of these conversions sadly saw. = 
release, although the Spectrum 
port was previewed in issue 86 
CRASH. In the article, prog 
Tony Williams talked briefly about 
the struggles of porting a NES game ~ 


to the Spectrum and explained * 4 f 

how it was going to be a 128K * © 

game only, it even showed offfa a ° 

couple of early screenshots. Sadly, ’ 

Ste told us he was never involved 

or saw any of thé ports and thus 

was unfortunately was unable to 

shed any new light on their - 

mysterious disappearance, 
. 
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BUBBLE BOBBLE 
HAS LOST NONE 
OF ITS FI## OVER 
THE YEARS. IT’S 
A CLASSIC THAT 
INTRODUCED MANY 
STAPLES TO THE 
PLATFORM GENRE: 
AND AS IT HEADS 
TOWARDS ITS 30TH 
ANNIVERSARY: 

HE CELEBRATE 

BY BLOWING THE 
SERIES APART 


- 


ow, itis 
beginning 
of a fantastic 
story!! 
Let's make a journey to the cave of 
monsters! Good buck!” In 1986, 
those magical and ever so slightly 
nonsensical words preceded one of 
the most charming arcade games of 
the Eighties 
That game was Bubble Bobble, 
and its whimsical premise saw 
two sickeningly cute miniature 
bromosauruses named Bub and 
Bob (which are actually two boys 
called Bubblun and Babblun who get 
transformed by a dead beluga whale -— 
don't ask) batte their way through 100 
rooms of pure run-snd-jump brilliance 
to rescue their beloved girlfriends, Patty 
and Betty. 
To succeed in their quest, Bub 
and Bob had to clean each room of 
enemies, and did this by amiably 
encasing them inside bubbles. Once 
captured inside these soapy round 
cages, the enemies posed no danger - 
well at least for a time; they eventually 
broke free and started flashing red 


. a 
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with rage = and the boys could burst 
the bubbles using their homs or fins to 
destroy whatever was trapped inside. 

Bubble Bobble wes conceived by 
Japanese game designer Fukio Mitsuji 
{aka MJT), One of Tamto's leading creative 
miexds in the early Eighties, Mitsuji 
designed and worked on many of the 
company’s most creative arcade titles, 
including Land Sea Air Squad, Syvation, 
and Volhedt, 

Unfortunately Mitsuj was rarely 
interwewed, and sadly died in December 
2008, reportedly of 8 sudden heert attack. 
Therefore there is very ite background 
information about the man and his 
games. However, in 2005, in a rare 
interview to promote the release of Taito 
Legends, Mitsuji offered some insightful 
answers about Bubble Bobble and the 
reacton ft garnered. 

When asked where the idea for 
Bubble Bobbie's concept originated, 
Mitsuji explained that it was his intention 
to create a game that wes both “thrilling 
and exhilarating”, adding: “Bubbles are 
an imtuitive visual cue to convey a fun 
element, and popping them all at once 
triggers thrills and exhilaration.” 
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He then went on to highlight the 
importance of Bubble Bobbie's iconic 
multiplayer mode, and how the 
game's look and fun nature helped it 
to appeal to a wide aucherce. 

“You had to play cooperatively in 
order to reach the true ending,” he 
explained. "So compared to other 
tides, cooperative gameplay is a more 
crudal pert. As a result, many players 
challenged the game by teaming up 
with other players. Also, couples were 
seen playing the game together.” 


Finally, Mitsuji gave an interesting 
response to 4 question about how 
difficulty levels and design in games 
had changed over the years. It said 
much about his design philosaphry. 

“Since many players’ skills are 
already tuned to a specific game 
design, newer games tend to become 
harder,” he answered. “So, in order 
to gain wider suckences, the creators 
must come up with a fresh idea and 
easy-to-grasp game design. In other 
words, simple yet deep gameplay 
elements. Game creators must come 
up with them. Aind | would like to see 
more game creators focus on fresh 
game designs," 


design, it was that passion for 
innovation that saw Mitsuji take 
Bubble Bobbie into 2 bold new 
direction with Rainbow Islands, and 
‘would later see him set-up his own 
design school - MJT Game Designer's 
School —to teach the next generation 
of game designers those important 
values he felt so passionately about. 

Given Mitsuji was beth highly 
creative and a staunch supporter of 
inventive game design, its comes as 
iitde surprise that Bubhie Bobble’s 
simpliaty beled a title that was 
incredibly deep when you scratched 
beneath the surface. 

Bubble Bobbie was a revolutionary 
title thet introduced many platform 
game staples. It featured an 
imaginative and fun attack mechanic, 
simuaneous two-player mode (the 
first game to ever offer such & mode), 
@ dizzying array of power-ups and 
secrets, references to pest Taito games 
{although at the time there wasn't a 
great many to choose from aver the 
iconic Space Invaders, a itte-known 
racing game from Mitsuj called Super 
Dead Hest, and Bubble Bobble’s 
Spiritual ancestor Qhack’n Pop), three 
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different endings, and a wonderful 
Gifficult curve and secret drop system, 
How the latter two aspects were 
achieved — the difficulty curve and secret 
system — was largely due to Bubble 
Bobbie's technical makeup. Internal 
counters inside the coin-op ensured 
nothing cecurred randomly in the game, 
with the odd exception of the fireball 
bubble. For example, causing Bub 
and Bab to run a lot would entice the 
speed boost pick-up to appear, while 
the rapid bubble blow upgrade would 


show itself after the brothers had fired 
a set number of bubbles or jurmped a 
set number of times. As a result, players 
soon discovered that they could make 
life easier for themselves 
by identifying the best 
hang-out spots in 
each room and 
manipulating 
the power-ups: 
and secret item 
drops to their 
adventage. 
That passion 
to be constantly 
innovating saw 
Mitsuji create an 
unusual sequel to 


HI 


1 1 1 
fwww PDFMAGAZINES.OR 


the bigwigs above to create a sequel 
offering more of the same bubble- 
bursting action, Mitsuji strived to give its 
fans much mere. With Rainbow islands 


he created a sequel that at first glance Bubble Babble is notable far being one 
seemed an entirely different beast, the earliest garnes to feature multiple 
which oh saianl trl ee his endings. Here's a rundown af all three 

banana dar to ts icy possibie finales, and how to see them, 
Released a year after Bubble Bobble, ry 


Rainbow Islands (or, to give it its full title, 
Rainbow Islands: The Story Of Bubble 
Bobble 2) was a superb follow-up that 


a 


eo Ef 
improved on the original in every way. THES [8 NOT @ TRUE ENDINGT 
Mi ii 4 an r of TRY AGAIN HITH YOUR FRIEND. 


fundamental changes to the original '¢) 
formula. Vertical-scroliing themed stages 
now replaced the single-screen arenas, 


» PusH sYaRT 
and instead of clearing the screen of 
enemies Bub and Bob had to reach the THE BAD 
top ofeach stage before a gradu ENDING 
rising water tide enshrouded them, Complete Bubble Bobble sola and 


A new method for attacking enemies 
was also introduced, one that again 
doubled up as a means to help Bub and 


there is no happy reunion with the 
gris, no one gets transformed back 
to normal and the player is plonked 
back samewhere random in the game, 


pad aeamledinnaheop ih = Usually between room SO and 80, 
and Bobblun (reverted beck (3) 
to their normal selves 
at the end of Bubble 
Bobbie) could now 
create rainbows to 
attack enemies, and 
also use them as “INTs OF thEn —v : 
makeshift bridges. nO MIDS CLENG! @OUND 4-20r 
Jumping onthe ggg 
colourful arcs would 
cause them to cascade THE GOOD 
~igucet 
anything undemeath, oe 
and this, in a similar wey Camplete it with a chur to see the ‘good’ 
whitg lage goin cldboreryersrare sy 
acryptic message Aashes up. Jot down 
2UP the code, enter the treasure room ta 


Gecipher it and you'll unlack Super mode. 
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KMOMS OF ITf THE TRUTH Is IN 
THE DARKNESS FOREVER .... 


THE TRUE 
ENDING 


Finishing Super mode in co-op 
urilocks the ‘true’ ending. The 
brothers turn back to boys, are 
reunited with their girlfriends and 
also break the spell that turned the 
boys’ parents into Super Drunk. 
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enemies simultaneously in Bubble 
Bobble, was the key to unlocking special 
items and scoring big. 

But Rainbow Islands also retained that 
hidden depth of its predecessor. Secret 
rooms, bonus tems, nods to past games 
and alternate endings were once again 
present, taking everything players loved 
about the original but presenting it in an 
entirely different way. 

Rainbow Islands became the last 
Bubble Bobbie designed by Mitsuy, 
who eventually left Taito to work as 
€ freelance designer. Taito was thus 
staring at @ fork in the road as far es 
Bubble Bobble wes concerned: would 
it contiewe to follow Mesuy’s lead and 
push the franchise in bold new directions 
or play it safe and offer fans more of the 
same? Well, i sort of did both, creating 
@ confusing lineage for the franchise in 
the process, 

A direct sequel to Rainbow Islands 
came with the release of Parasol Stars 
in 7991. It’s notable for being a Taito 
game that looked like an arcade game, 
sounded Bike an arcade game, played 
like an arcade garne but was never 
released into arcades — it debuted on the 
PC Engine before later appearing on the 
Amiga, Atari ST, Game Boy and NES. 

Though aesthetically @ shared 
simaarites with Rainbow Islands, Parasol 
Stans’ gameplay closer resembled 
Bubble Bobbie. Parallels include levels 


have a moderate walking 
speed, can jurnp, but 
have no projectile attack, 


INVADER 
These famibar-loaking 
foes regimentally move 
from left to right while 
Cascading Gown the 
screen firing lasers, 


We 


erratically, which makes 
hinn a fairly difficult chap 


Arcade] Battie Sobie rasty hast aged a dry. t's sit 
nemedity cane ond playabie 2) yore oe 


being single-screen arenas {with a small 
amount of scrolling on some stages), 
players completing a stage by clearing 
the screen of enemies, and bubbles 
making a return, appearing as four 
flavours of attack powerup, 

Losing their ability to fire rainbows, 
the brothers were armed with parasols, 
a cheap gift given to them for saving the 
Rainbow Islands but a new weapon thet 
proved incredibly versatile. The brolies 
could be used as shields, to pick up and 
lob enemies and power-ups, and to helip 
the brothers float to the ground in Mary 
Poppins fashion. As the tide implies, 
the perasols are the stars of the show, 
slotting nicely aside the bubbles and 
rainbows of the earlier games. 

But Parasol Stans did take a number 
of aspects from Rainbow Islands. As 


ZEN-CHAN BANEBOU MIGHTA 
The first enemy you face, This thing an a spring This ghostly foe moves 
these wind-up droids bounds around the stage in a similar way ta Zen- 


Chan but can also roll 
boulders. Mighta debuted 


to evade. in Chackn Pop, 


i 


A dangerous foe with 
quick speed and agility, 
Drunk throws empty 
bottles of baoze like 
they're boomerangs. 


J 
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BARON VON BLUBBA 
True villain Baron Vor, 
Blubba acts as an 
invincible time warden, 
appearing if players take 
too lang to finish a stage. 
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well as the boys keeping their natural, 
God-given looks, the eight worlds 
were once again disparately themed, 
including Rainbow World, Machine 
Work! and, of course, the oddly 
obligatory Casino World, There were 
even two bonus hidden workds too, 
unlocked by successfully completing 
secret tasks. 

In 1993 Taito released Bubble Bobble 
Part 2 on the NES, which introduced 
two new bubble dragons to the series, 
Rabby and Cubby = descendents of 
Bubblun and Bobblun. The US manual 
for the game (which was never released 
in Europe) misstates that the heroes 
are the orginal Bub and Bob, but there 
are a few ways you can tell the two 
characters are more likely intended to be 
their descendents. The baxart is identical 


BUBBLE BOBBLE BADDIES 


A rundown of the cute harbingers of death facing off against Bub and Bob 
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A number of Bubble 
Gobble bootlegs were 
released into amusement 
arcades, inctuding the 
adult bootleg Miss Buble 
1H, which slotted images of 

semi-nude laches into 


backgrounds of stages. 
They should've named it 
Bovtwe Boole 
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MONSTA 
This purple beluga whale 
moves dagonally and 
rebounds off walls. This 
enemy also debuted in 
Chack'n Pop, 


PULPUL 


(c’) 


SUPER DRUNK 
The last boss is 4 super- 
sized version af Drunk, 
He jumps around the 
screen, lahbing empty 
bquor battles. 
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Pulpuls move in the 
Same merner as 
Monstas but their 

enhanced speed makes 
them more dangerous, 


HIDGEON 
These enemies behave 
similarly ta Zen-Chans 

but are faster, cannat 
Mp as high and can 
launch fireballs, 


RASCAL 
Rascal only appears 
in the game's secret 

rounds as a Time Over 
monster ~ simiar to 
Baron Von Biubba. 


It's a classic bubbling over with impressive home conversions 
COMMODORE 


Ste Ruddy did an impressive job for the C44 
conversion, garnering a staggering 97% in Crash 
for Ns efforts. it's easy lo see why critics were 
50 enarnoured with it. 8's a lop-natch conversion 
that Dcks every box 


ES 


GAME 


There is little separating this and the SMS. 
version. The stages feet a little squished, and 
Bub and Bob's jump a title unwieldy, bul it does 
offer @ twn-player tink-up mode, making this the 
definitive handheld Heration. 


All the console conversions of Subtle Bobble 
are excelent, and the NES version is a sobd 
port. Developed by Taito, the great graphics are 
tamished alittle by occasional fickering, but it 
does feature a useful password system 
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ATARI ST 


We get bored of writing 4 probably as much 
as you get tired of reading it, but there is little 
separating the ST and Arréga ports. In fact, 
furnour is the Amiga version was heavily 
based on an ST port, It's another solid effort, 


GEAR 


ecneesenergeetonee, 
eanceretesseesetet. 


The PC version is very sirrilar to the Amiga and 
ST parts, it's looks fairly good and plays well 
enough, but if tna is missing secrets. Also letting 
t down is the ghastly in-game musc, whichis 


— _— a 
_ we = 
iue HIGH SCORE ae 
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AMSTRAD CPC 


A simple, single-screen garne with Day-Glo 
graphics: the CPC couid handle garnes like 
this nits sleep. Sadly, this port is the least 
impressive of the three forernost 8-bit micros 
but it's still a decent enough conversion 


Ga 


GAME BOY 


The odd GB version of Gubbie Bobbie isnt 
aport at all, but a single-player game with 
scrolling rearranged stages. It also has a new 
story about finding ‘maon water’ ta heal your 
sick brother. We're nat fans 


SHARP X6 00 
A nigh-on arcede-pertect port with great 
graphics and sound, plus it gives you the aption 
to tweek the amnaunt of lives you have and the 
extend pattern, as well as continue from where 
you died. It doesn't get much beiter than this. 
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2X SPECTRUM 


This solid conversion by Mike Follin plays 5 
very fathdul garne af Subtle Babive. Sure ft 
Lacks s bit in the enlaur department, but he 
cheery. tun two-player gameplay is captured 
britiently. Our biggest gripe though: no music 


HrcH scose 


MASTER SYSTEM 


One of the best ports of Bubvile Sabie ever 
released, it contains all the ‘Super’ stages - 
and new secrets, pick-ups 
and spedal items tno. Its continue system also 
lels you auto-restart 


giving it 200 mm total 


AMIGA 


This version plays a very decent game al 
Bubble Bobble looking and sounding great. Our 
biggest problem is that it is sacky missing marry 
af the extra secret levels, Aside from that it's a 
solid cormersian. 


We caught up with Ste Ruddy, to fr 
out how he managed to create such a 
splendid version of Bubble Bobi tor Cad, 


So Ste, how did you end up porting 
Bubble Bobble to C64? 

twas working for Software Creations and 
we had a good working relatianship with 
Firebird the company had. done a fair few 
tiles with Firebird including Mike Follins’ 
excellent Speccy version of The Sentinel 
Fm nal sure how it came about but 
Creations got the contract on the back of 
this relatianship and | got the C44 jab. 


And did you have access to the coin-op 
at any point during its development? 
Yep, Firebird sent us a shiny new Subtle 
Bobive cabinet when development 
started. | dort think any af us had seen 
the game in the arcades at that time, so 
we had lo play the game an awit lot to 
figure out haw @ worked - obviously not 
much of # chore. 


What were the most challenging 
aspects of working on the conversion? 
Gn Céé the biggest challenge was 
Qeiting the bubbles on-screen and fitting 
everything in memory. The bubbles 
were not suvtable for the standard C64 
method of reusing the eight hardware 
spntes in different parts of the screen due 
to the nature of the airflow patterns on 
each level in the end, the bubbles were 
implemented as double buffered software 
spettes (which consumed more memory) 
to allow theen to all cangregate in ane 
area of the screen, Towards the end at 
the project | started to run aut of memary 
So some features did have to go, and 
the game ended up with end sequence 
music on a temporary boot screen and 

@ bunch of sprite frames were removed. 
Fortunately all the levels stayed. though. 


Are you pleased by how it turned out? 
Oh, yes. Everything | knew about the 
coin-op made it inte the C64 version and 
it played quite well cansidering the toss af 
the jurr@ Dutton, 


Bubble Bobble |s full of secrets, 
multiple endings and special areas. 
Were you told or made aware of these 
before working on the conversion? 
Unfortunately not. We implemented the 
observed behaviour al the com-op but had 
a idea of the logic and depth behind the 
game. On the C44, the piccups that appear 
are weighted towards the order pickups 
@ppeer in the arcade machine froma 
clean boot = | did see that thes tended to be 
the sane, bul was affected by the way you 
phay the garne. Unfortunately, | couldn't 
figure cul the logic se il's & random bias 
(which hopefully gives similar results), 
The secret screens were implemented but 
we had no idea of the messages or secret 
endings. The C44 did have the Super cheat 
In, though (a key combmnation on the boot 
Screen) as! think sameone savy an arcade 
cabinet set up running that way, 


to the Game Boy title Bubble Bobble 
Junior, the brothers look chubbbier (which 
can be put down to baby fet rather than 
binge eating) and, perhaps most notably, 
the bonus rounds ockdly refer to the 
heroes as Uunicr’. It’s a bit of a mess, but 
it's not uncommon for game manuals to 
make naming mistakes. 

Anyway, the NES sequel repeats the 
story of the original by having the boys 
of the boys enter the Cave Of Monsters 
to rescue their girlfriends. It featured the 
dlassic Bubble Bobble gameplay of old 
but with taketums muttiplayer, wrap- 
around levels, and some new enemies, 
including bess fights. As we mentioned, 
it also introduced entertaining bonus 
rounds, one of which sees the brothers 
playing volleyball against their enemies 
in the game. Robby and Cubby atso had 
the abiltty to self-inflate, enabling them 
to float into the air more easily to get to 
hard-to-reach areas. In past games they 
had been forced to rely on repeatedly 
bouncing off their own bubbles. 

A Game Boy version called Bubble 
Bobbie Juniorwas also released, and 
‘was completely different to its NES 
counterpart. tt featured different stages, 
a new story end wes single-player-only. 
Dropping Cubby, it saw Rabby trying to 
rescue villagers from a new villain called 
"King Great Skull’ (where do they come 
up with these names?}. Unfortunately, 
it's not a patch on the excellent 
NES version. It's lacking ary kind of 
muttiplayer and has fiddly scrolling 
arenas, which, after the dismal 
Classic Bubble Bobbie, 
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released to celebrete the series tuming 
ten years old, and was 3 four-player 
‘reimaging of the onginal Bubble Bobble 
~ thus cannily granting it immunity 
from having to shoehorn itself into the 
existing timeline. tt was also a reboot 
that seemed to be targeted more 
towards kids, We say this because it 
introduced two new girl characters to 
the fold ~ friends of the boys (we're not 
sure what Patty and Betty would make 
of that) — and has a blurry pastel fairytale 
aesthetic to its new visuals and a 
mechanic whereby the kids could collect 
and combine musical notes, Basically 


it’s about as edgy as a circle. What is 
interesting about Symphony, though, 
is that many of the levels seem to be 
based on those in the onginal, and some 
rooms offer branching routes through 
the geme. 

A sequel to Symphony, Bubble 
Memones, was released the following 
‘year and marked the final arcade release 
for the senes. Once again Bub and 
Bob took centre-stage {if you've been 
taking note you'll have noticed they‘ve 
appeared in all the arcade releases), in 
a sequel that was essentially a return 

to dassic Bubble Bobbie values 
but with new levels and 
8 sneaky new charge 
ettack that allowed 
Bub and Bob to 
create a bigger 
bubble to encase 
large and multiple 
enemies. Sadly, 
it's a cisappointing 
coin-op swansong 
for the siblings, as 
it feels ike = bit of a 
step backwards in terms 
of visuals and gameplay 


THE STORY OF BUBBLE BOBBLE 


history: Super Dark Greet Dragon. 

In recent years, the quality of the 
Bubble Bobble franchise, away from 
the Puzzle Bobbie series, has been 
fiagging a bit Acklitionally, Rainbow 
‘slends and Bubble Bobble seem to 
have disconnected and become ther 
own franchises: while Bubble Bobble 
sequels have continued to arrive, 
Taito has released the somewhat 
disparate Rainbow Islands Revolution 
Towering Adventure. 


The next two releases in the 
Bubble Bobbie franchise were Bubble 
Bobble Revolution and Bubble Bobble 
Evolution, and both were disappointing. 
Released for the DS, Revolution 
contained 2 solid port of the original 
game 2s well as 8 now infamous ‘New 
Age’ game ~ which was so ‘new age’ it 
couldn't actually be finished. A bug that 
wasn't detected in the North American 
version before it shipped made it 
impossible to beat the 30th stage in the 
game due to 4 missing boss. Thus it 
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received a bit of a battering by fans and 
critics = and rightly so. 

The next release, Evolution, bravely 
experimented with the core gameplay, 
but to forgettable effect. Carrying kde 
resemblance to the classic Bubble 
Bobbie structure, it saw players fit 
control between Bub and Bob. ts 
peculiar plot sees the pair split up and 
banished to two separate prison towers. 
To escape, the brothers have to flip 
switches and solve puzzles that will grant 
them access to an elevator to take them 
to the next level, where they then repeat 
the process, Oddly, the boys don't work 
together ~ the actions of one brother 


have no effect on the other's situation 
~ and therefore the idea falls flat. Boss 
battles and snowballing power-ups are 
@ nice touch, but ultimately it stands as 
Jess an evolution and more an entirely 
different game. Oh, and it doesn't even 
feature cooperative play. 

ADS sequel to Revolution was 
released in 2007 called Bubble Bobble: 
Double Shot. Taking a strange, almost 
ikarugsish approach to the traditional 
gameplay, it saw players switching 
control on the fly between three bubble 
dinosaurs ~ Bub, Bob and some random 
new guy named Bubu, who each fired 
different coloured bubbles —to vanquish 
enemies with a colour-specific weakness 
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WE DIDN’T HAVE 
SPACE TO INCLUDE 
THEM ALL IN THE 
MAIN FEATURE: SO 
HERE'S INFO ON 
EVERY MAJOR 
BUBBLE BOBBLE GAME 
EVER RELEASED 


THE 


COMPLETE 
BUBBLE 
BOBBLE 


to the trio’s bubble attacks. Though 
it wes an original idea, in practice the 
control proved fiddly, and went against 
the wonderful simplicity of the original, 
$0 critical reception to i was lukewarm, 
The two most recent Bubble Bobbie 
games were cligital releases, and offered 
decent remakes of the original game. 
The WiiWare release Bubble Bobble 
Plus! offered @ spruced-up version 
of the original with a couple of new 
modes, including an arrange mode that 


supported up to four-player co-op. A te 
virtually identcal XBLA version wes later 4, Rainbow a 
released for the X360 the same yeer, islands Extra 
adding map packs via DLC and given ey Mutt | 1988 

A hardened version of 


Rainbow Islands that 
featured identical level 


structure but jumbled 
enemy placement, 
‘ rs 
i) 


mf 
a 

the suffix Neo!—we can only suspect @) 
likely due to some mysterious Bubble e i 
Bobble custom that stipulates all games *) 
must have a title that is confusing and! Game 1993 
or misleading. €) retard ber 

And 80 closes this look back at this shares little in 
the Bubble Bobbie series. An often ) comenan with the 
puzding series we hope we've helped Classic gameplay. 
to untangle, its history shows the 


difficutties standing before developers 
when trying to breathe new life into 
popular franchises. Nevertheless, Taito 
can be applauded for creating one 

of the longest-standing franchises in 


videogames and a recognised and oi — 
lovable duo of heroes, and for taking us Velwotter seer68 


all on one fantastic joumey. effort that keeps the 
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THE STORY OF BUBBLE BOBBLE 


ez] s pi] = 
al 3. Rainbow ads 
Arade| 1963 gi is wl Arcade | 1987 
A spiritual ancestor Arcade | 1986 | A superd sequel that took 
of sorts, Chack'h Pap Bubble Bobbiebecame | | everything thet was great 
featured a number of one of the mest popular about Bubble Bobble and 
enemy characters that and iconic platform = u then samehaw made it 
would later reappear in ay arcade games of even better. It's a true . 
Bubble Bobble the Eighties, B timeless dassic. 
7] if 
= _ 
— aa @ — a t a ww 
_— 7 @ ve 
} 6. Parasol Stars 5 7, Bubble 7 
Game Boy| 1991 ™ Mul | 1981 a Bobble Part 2 
Aropey single-player | Agreat sequel, it lacks NES | 1993 
arcade conversion | and phays like @ perfect An excellent sequel 
with horrible scrolling merriage of Bubble that ntroduced a new 
stages, but notable for | Bobive and Rainbow a generation of heroes: 
introducing anew Moon 9 islands Italsaswaps = J descendants of Bub 
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a y Arcade | 1995 
Mutt | 1994 | Ths disappointing final . 
Bub and Bob return in | arcade release appears Multi | 1996 
this anniversary reboot to play things closer to A port of Bubble Bobtle 
2 Joined by two new faces. the original — hence the with an enhanced ; 
it supports four-player “memones’ in the poreersorseoid 
g 0o- litle, perhaps. rely mentioned on 
a ore _i the bow, 
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. 13. Rainbow Islands n E 
~ Putty’s Party B Game Boy Colour a 
Wonder Swan | 2000 | 2001 Game Boy Colour 
An odd Rainbow Islands Acstrange versian with | | 2002 | | 
novelty game featuring harizontal scraliing You get two versions: | 
similar levels but making (arghh!), which allaws a straight port and ane 
various pointless you to play the first six withenharced visuals. i 
{weeks everywhere. islands in any order. Saree You betcha. 
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With a wealth of secrets and useful techniques waiting to be explcited, we thought we'd dedicate two pages to giving you the 
very best tips and acivice. If you're struggling to see past level 20, the true ending is stil evading your grasp, or Von Blubba is 
proving a real von bugger, gently place these two pages across your troubled brow... after reading them, of course! 


CHEAT THE 
SYSTEM 


if you play Buble Bobile alone and die 
then it’s garne aver, That's it. You're nat 
given the option to pick up where you 
lek off. Na sir, However, there is a sty 
way to cheat the game into letting you 
Comtinue = two, actually, The obvious 
Method és to simply stock up on credits 
and hit the Player 2 button the second 
before youTe about to snuff it. The other 
far less faffier - method és to hold down 
the one player button when you de and 
nat retease #t until Bub is resurrected. if 
you're worried about rrissing the window 
of opportunity then resting a pot plant. 
pint or large cooked chicken on the buttan 
has became @ time-honoured tradition 
with fans, 


KISSING 


HOW TO ACCESS 
SUPER MODE 


Iyou're playing the US version you can access 
Super mode Irom the title screen. Ta urllack # 
in the ariginet version though, Bubiye Bobhte 
has ta be completed using both Bub and Bob. 
Doing thes gives you & cryptic code that can 

be deceded by reaching the frst af the three 
Treasure Rooms. if you can't be arsed with all 
that, simply put Start « Jump « Bubble « 
Left - Right - Juenp - Start - Right et the title 
screen, And hey presto! 


HOW TO KILL 
A VON BLUBBA 


Though doing so costs sorneane a life, itis 
possible ta kill a Von Btubba (aka Skel) when 
playing co-op with another player. If you both 
take toa lang to fir’sh a level then two Skels 
will appear - one far each brother. If one 
brother is caught and killed, when they're put 
back into the game it is possible far them to 
senash into and lal their opponent's Sket while 
tern@orarily invincible. 


TOP 
TECHNIQUES 


Experienced players have discavered 
sone useful bubble techniques to help 
them get arnund and eke aut more secrets: 
and points, Here are our favourites. 


ar 
POWER-UP! 
MODE 


To access urilimited run and rapid bubble 
blowing abilities simply input Left ~ Jump 
~- Left - 1P - Left - Fire -Left - atthe 
title screen, A message in the battorn left 
comer of the screen will appear to tell you 
the cheat has been activated 
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© TATTO COMPORATION 1996 
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THE TREASURE ROOMS EXPLAINED 


There are three treasure rooms m Subble Bobble but you only need to enter the first to unlock the true ending, All are accessed by reaching their 
respective ronm without losing a ide. Doing sa opens up a doar an the stage leading to a ron full ol jeweks and a secret message made up af 
symbols thet can be deciphered using an alphabet key. 


This is the act of blowing a bubble when 
an enemy 6 a mere cat's whisker away, 
Though an incredibly risky strategy, as you 
have to time it just right, it will encase and 
pap an enemy in one quick mave — thus: 
giving the impression you've kissed it to 
death. This is # great technique for cleering 
screens full of rapid, erratic mansters. 


ROOM 20 


Displays the seoret message: “If you want 
to become the old figure, use the power 
of your friendship, and fight with me!" 
Thés basically explains that for the boys ta 
retum back to their normal hurnan selves 
they need to camplete the game tagether. 
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ROOM 30 


Oisplays the secret message: ‘Tt enclose 
these magical medicine here, because 
those are my worst fears.’ lt explans 
that the bays have to use a special power 
to defeat Super Drurik; lightning bolt icons 
enable the boys to blaw lighting bubbles. 
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Displays the secret message: ‘You want to 
get back your love of truth you must help 
each other until the last.’ Just reterates 
the point that to truly fmish the garne players 
have Lo work together to defeat Super 
Drunk, Yeah, we got it first time, thanks, 


BUBBLE 
RIDING 


Bubties cannot hold the weght of Bub 
and Bob but can be used as a means to 
burne the brathers skyward. By halding 
down the jump buttan, it’s possible ta 


repeatedly bounce from a single bubble 
and potentially ride # all the way to the tap. 
waa 


BUBBLE 
CLIMBING 


A dlight adaption of the bubble-riding 
techeique, climbing sees players basically 
blowing and jumping onta bubbles at the 
same time, to effectively create makeshift 
bubble scaffolding, which can be used to 
reach high areas more quickly. 
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FREE 
POINTS 


Each bubble pap awards you ten peinls, so 
to earn some free points serply stand by a 
wall and blow bubbles against it This trick 
can be used to maripulate the end score of 
2 round. Finishing a rocen with a pair af like 
and 10 digits (for instance: 657§50) will 
see the remaining bubbles left an 
turn into 700-point bonus fems. 


We speak to the current Bubble Bobble high score champ, Olly Cotton... 


| first played Bubble Bobble sround 
1988, | think. | grew up with a great 
arcade two minutes from my house 
which had it. | found that | was good 
enough to make my 20p last half an 
hour or more, and could get almost 

8 dey’s worth of pley for a quid. The 
arcade kept the Bubble Bobble cab right 
up until it closed, 12 or so years ago, 
and | tried to buy it from them but was 
too late sadly. 

After watching King Of Kong a few 
years ago | thought I'd have a took and 
see what the official high score was. It 
tumed out my old scores weren't far 
off the record so | looked for an arcade 
cabinet and found one locally without 
much trouble. However, once | started 
looking for the orginal PCB | ckscovered 
it was actually quite rare and expensive. 
After a few months, | finally tracked one 
down in the US for a good price and it 
arrived the day before my wedding last 
year, $0 it’s easy lo remember, 


| started practicing property in 

August last year, and figured out 

how to safely beat each of the levels 
without dying. After a few months | 
was able to loop the game and get 
very close to the record, | was 

visiting the Arcade Barn in Exeter last 
November and the guys there wanted 
to see all the levels done - @ turned 
Gut to be my best game ever and | 
unexpectedly ended up beating the 
record. | knew then | could do it, and 
started to record every game | played. 
| finally managed to beat it on a quiet 
rainy aftemoon in February. 


| found there is a kind of score ‘cut-off’ 
point where it’s fairly easy to get the 
fest three or four million but tough to 
go above that, as you are usually on the 
later levels where dying means losing 
all your power-ups where you really 
need them. I've only actually beaten 
that score twice, and never bettered 
my record. It can get very intense 
when you get that far in to the game, 
8s the special items disappear almost 
immediately and the enemies come out 
of the bubbles quickly. 


t have a cab in my home office (much 
to my wife's disgust!) so could get in a 
geme most days, which is where | set 
the record. Once | had the recording of 
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the score | sent it off to Twin Galendes 
and it was verified about a week later. 


hadn't heard of Symphony or 
Memories until | started trying to find 
the Bubble Babble PCB, so made sure 
to grab them when I saw the pair come 
up for sale, Symphony ts a fantastic 
game, but I'm not actually very good 

at it as some of the mechanics have 
Changed from the original game. 
Rainbow Islands was next to Bubble 
Bobble in my local arcade for a vénie, 
50 I got pretty good at that one too, 

| can get to the end on 2 credit with 

my current best score being about 15 
milion, end I'm aiming for the ‘perfect 
game’ (all diamonds in the right order 
on every island, no lives lost) but 
haven't managed it yet! 
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A.B. COP 


@ Developer: Sega @ Year: 1990 @ Genre: Racing 


@ Fans of Chase 1.0. should most certainty set 
time aside this month to Investigate Sega's 4.8. 
Cop: an unconverted action racer that plays like a 
blend of Hang-On and Taito's cop-chaser classic. 

Set in the future, you assume the role of a 
mysterious traffic-cop-with-no-name who rides 
an air bike and is tasked the thrilling job of hurtling 
down sprite-scaling roads at breakneck speeds 
to hunt down a band of intergalactic criminals 
and their biker gang pals. Before the start of each 
mission, a cinematic flashes up to show you who 
it is you're chasing and why, the list of criminals 
including an escaped biomechanical monster that 
breaks free from its lab, a drug dealing samurai, 
and a kinky kidnapper who likes to imprison 
underwear models and dress up like a clown. 

In what can only be described as a pretty lazy 
and unsatisfying finale, the last mission sees all 
the criminals that you've just invested your hard- 
earned cash imprisoning escape from the clink and 
you having to recapture them all over again. This 
bizarrely leads to a final fight against a goofy alien 
who attacks by throwing sprites of himself at you. 
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As well being able to bank left or right, the cop 
has two tricks up his sleeves: an unlimited speed 
boost, which doesn’t last long before it needs to 
replenish, and a limited jump ability, while using 
them together (turbo-ing towards an enemy and 
then pressing jump to smash into its chest) proves 
& good technique to drain energy from the bosses. 

There really isn't a hell of a bot to A.B. Cop, but 
you'd struggle to find a more satisfyingly shallow 
arcade experience. The levels are fairly easy to 
complete; the bosses and enemies are essentially 
palette swaps; the roads are dressed with hardly 
any detail... or even traffic until you reach the last 
few missions. And the gameplay is as simple as it 
comes = smash into a requisite number of bikers 
before the timer reaches zero, and then repeatedly 
smash into the stage boss until it explodes — but 
that’s part of its charm. 

Displaying all the pleasant and comfortable 
trappings of a Nineties action arcade racer, A. 8. 
Copis perfect for an amusement arcade setting, 
but had it received a home console conversion 
we'd imagine you'd be feeling quite short-changed. 
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» During the pursuit, these thue orbs inscribed with 
the letter J will appear on the road ~ pick thee up 
to top up your jump reserve. 


) This is your avatar, and you have two powers at your 
disposal; a turbo boast to rear-end and shunt aneeny 
Grtvers aff the road, and a Emited jumping ability. 


» The cainepilay is basically spit evo two parts: take out 
the gang members and then bash the stuffing out at 
their leader, Both must be done in a strict time lerit, 


AB. Cop is clearly Sega's stab at replicating 
the success of Chase H.Q,, but wath the 
action dropped into a future setting with 
motorbskes, It doesn’t quite match Chase's 
character, visuals or overall quality, but it's 
still paddy good fun nevertheless. 
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ROLLERGAMES 


@ Developer: Konami @ Year: 1991 M@ Genre: Baat-“em-up 


@ Konami produced a load 

of licensed coin-ops in the 
Nineties, and a number were 
unconverted titles that have 
featured on these pages in the 
past. Rollergarnes is one of 

its most obscure, and that's 
because it was based on a 
short-lived US TV show of the 
same name that ambitiously 
tried to do for the sport of 
Roller Derby what the WWF 
did for grown-up play-fighting. 
Anyway, the show never took 
off, only lasting a single season, but enough potential was seen in it to put an 
arcade game into production, and this was the result. Rollergames can best 
be described as an on-rails side-scrolling beat-‘em-up, It sees you select your 
team from the six on offer and compete in four rounds, two with the men 
and two with the women, to complete a cycle of the track and basically rack 
up as many knock-downs as you can in four rounds. When the race is over, 
an unnecessary and embarrassing-looking one-on-one fight breaks out with 
two moves: punch and kick. With no difference in the tracks you race other 
than the background graphics, the game a clear button-basher, and with all 
the teams sharing the same move repertoire, Rollergames is fun in short 
bursts but gets repetitive quite quickly. While Rollergames was released for 
the NES 2 year before the coin-op, it's dramatically different. 


CONVERTED ALTERNATIVE 


1 


+ [Arcade] Vieushy, Korarriveas clearly trying ‘or somethving along the 
Fines of Gusntion Heroes ments Scissor Sisters 


Featuring forced scrolling stages and 
roller skates, Kaneko’s DJ Boy sees a 
cartoonish roller derby fighter taking the 
sport of skate combat onto the streets. 
Clearly designed to tap into the hip 

hop culture of America, the game wes 
exclusively converted to the Genesis, 


NINJA CLOWNS 


@ Developer: Strata Mi Year: 1991 M Genre: Beat-‘em-up 
& Developed by the people that brought 


BES) LEFT |i THe ARGADE 


about two aggressive clowns who take 


He 


STITT TT 


CONVERTED ALTERNATIVE 


GUNBIRD 19% 


We opted for this fun and entertaining 
shooter by Psikyo, which was released 
the same year as Eight Forces, features 
2 large roster of quirky characters, and 
also starts the player off on a random 
stage too. It was ported to the Saturn 
and PlayStation. 


EIGHT FORCES > 


@ Developer: Tecmo Ml Year: 1994 M Genre: Shoot-em-up 


+ [Arcade] A tough cnet recommend, Fight Forcesis a 
decent shooter, but by heck is @ bloody herd geing. 
& This unconverted shooter is 
guaranteed to provide a workout 
for more dextrous shoot-em-up 
players out there. Tecmo’s Eight 
Forces is @ gruelling vertical 
shooter that boasts a couple of 
rather nice twists — the first of 


which sees player one and player 
two given their own unique 
selection of four ships to choose 
from at the start of the game, 
Player one is given the choice of a 
Quertet made up of craft piloted by 
biomechanical characters that look 
like they were lifted from moody 
looking anime shows (plus an odd 
wine-swilling chap with a horse's 
head), while the second player's 
fleet comprises four colourful and 
slightly less menacing-looking 
quirky cutesy ships. With a simple 
weapon levelling up system, and 
each ship having their own unique 
spread bomb secondary attack, 
the other notable aspect of Eight 
Forces is that the game seems to 
start you off on a random level 
with each load-up = we started and 
restarted the game several times 
to check this theory. It’s a good 
idea though, as the game is so 
bloody nails that it's the probably 
the only way you'd ever get to see 
more than one stage. 


us the Golden Tee Golf series (those 
trackball golf games you only ever 
seem to see in pubs), Ninja Clowns is 
one the developer's more forgettable 
titles. Though we will admit it does 
have a certain offbeat charm, there is 
litthe doubt we should all be thankful 
for the fact we were mercifully spared 
a home conversion. We couldn't 
determine any real plot propping up 
its gameplay; it simply appears to be 


to the streets to indiscriminately beat 

up — using @ mixture of ninja moves 

and clown equipment — whatever and 
whoever they come across, be they 
league bowlers, businessmen, vomiting 
bearded ladies, Elvis impersonators, or a 
freakish leggy buxom chicken/lady that 
bends over and launches eggs from her 
pert arse. As we said, it has moments of 
offbeat charm. Not terrible, but certainly 
not great either. 
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r meets a sense of humour, 
aac cheerleader and a dise 
to make it in the music biz. These are just 
some of the ingredients of one of the best adventure games 
ever made. Stuart Hunt speaks to Ron Gilbert and 


* 


: = Gary Winnick to learn more 


a spooky mansion, a — 
ache tet tentacle wanting 
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orget for one moment 
a its hilarious script and 
seminal SCUMM engine. 
Maniac Mansion proved 
that videogames could capture 
* the essence of an entirely different 
medium and opened our eyes to 
the wonderful things that happened 
when they placed their interactive 
*% stamp on them. 

For the benefit of those who have 
never played Maniac Mansion before, 
it's a comedy adventure game with 
@ story that takes place inside a big, 
creepy house occupied by a family of 
complete oddhbells. The family’s odd 
behaviour started 20 years ago when a 
strange, sentient meteonte crashed near 
their home. Due to the peculiar mind- 

controlling properties of this 

strange slab of apace rock, the 
patriarch of the family, Dr Fred Edison, 
spends 2 large portion of his evenings 


* WAS foro sucking the brains fram poor humans 
4 for use in bizarre scientific eqperiments. 
eiP@everws This behaviour is accepted and 

positively encouraged by his wile Edna 

and son Weird Ed, but also hasn't gone 
entirely unnoticed by one outsider. 
When pretty cheerleader Sandy 

Pantz mysteriously disappears without 
a trace, her boyfriend, Deve Miller, 
immediately suspects that the mad 
doctor is responsible, and with the help 
of two friends plots a daring mission to 
break into the mansion and rescue her 
before it’s too late. 


IN THE RNOW 


» PUBLISHER: LUCA: 
» DEVELOPER: IN ISE 
» RELEASED: 193° 


» PLATFORM: APPLE F C54 
PC AMIGA, ATARIST. NES 


» GENRE: ACVENTURE 


M GAMES 
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i's a story that seeks to emulate 
those countless cheesy horror films 
im which a group of teenagers 
enter a creepy-locking house and 
are gradually, and gruesomely, 
rernoved from the picture one 
by one, Of course, what made 
Maniac Mansion's version of that 
well-told tale so special is that 
you got to call the shots. 

An idea conceived by two 
men, programmer Ron Gilbert 
and graphic artist Gary Winnack, 
Maniac Mansion became a 
landmark title in 1967 thanks to its 
improved point-and-click interface, 
which helped change the way 
the adventure game was played. 
That it encompassed both great 
gameplay and innovation comes as 
litte surprise when we esked Rion to 
explain when it was that he discovered 
an interest m videogames. 

“My interest in videogames 
squarely revolved around making and 
programming them,” he seys. “One of 
my close nends had an Atari 2600 and 
we'd spend hours playing PacdMan and 
Missile Command, and I'd wonder haw 
the hell they were programmed.” 

That fascination would see Ron 
fear to program on his father's 
programmiahie calculator, and later 
hone his skills waiting his first games 
on a Commodore 64. It also sew ham 
get his break in the industry not off the 
back of e computer game but a graphic 


MAGAZINES 


MANIAC MANSION 


manipulation extension he wrote for the 
C64's custom BASIC language. It was 
this that landed hem a job at Californian 
software developerpublisher Hurnan 
Engineered Software (HESware} and, 
through a colleague st work, later led 

to 8 temporary contract at 2 fledgling 
Lucasfilm Garnes. 

At the time, garne designer Noah 
Falstein (co-designer of the classic 
Williams shooter Sinistar| wes leading 
the development for the Lucasfilm game 
Korovnis Rift and offered Ron a three: 
month contracting job to do the C64 
programming on the game. It was during 
the project that Ron met Gary and a 
significant friendship wes struck. 


The Making Of a=. 


MANIAC MANSION 
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“Ron and | started hanging around 
with each other while he was working 
on the C64 port of Koronis Rift” 
remembers Gary, "| bebeve | was 
working on Labyrinth | think we both 
were working later in the evening at 
the time, We discovered we shared 8 
similar sensibility for the same twisted 
humour, enjoyed the same movies 
and television programmes.” 

Shortly afterwards, Ron was taken 
on full-time at Lucasfiim Games, and 
his and Gary's chats soon turned to 
discussions of working together on a 
graphic adventure game. 

“Ron had been playing some Sierra 
graphic adventure games and showed 
me King’s Quest and Space Quest” 
recalls Gary. "We started toying with 
the klea of doing our own grephic 
adventure. | think we had watched 
some ridiculous teen horror movie; 
| really can't remember the tite, but 
i was one of those plots where a 
group of teenagers end up in a creepy 
house arx| get slaughtered one after 
another, and of course no one ever 
thinks of getting the hell out of there, 
We continued discussing the movie 
and similar ones we had seen — Friday 
The 13th, A Nightmare On Elm Sveet, 
@c~ and talking about all the similar 


horror movie clichés. We kapt noodling 
the idea, and some trne later ! drew a 
sketch of a creepy house with a sign 

out front: Trespassers vail be horribly 
mutilated’, Also, early on we came 

up with the idea of a deranged mad 
soientistidoctor type who lived there that 
eventually evolved ito Dr Frec” 

The idea of Manise Mansion came 
about es a result of Ron's interest in 
adventure games, the pair's mutual 
love for bad horror flicks, and a strong 
desire to meld the two. Which movies 
in particular helped inspire and inform 
Maniee Mansior’s look and design, 
though? “Just about everything 
campy,” answers Ron, “Gary and | 
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Shop Of Horrors had just 


come out, so that’s where we 
stole the big man-eating plant 97 


loved Re-Animator, and Litte Shop Of 
Horrors had just come out, so that’s 
where we stole... | mean ‘paid homage 
to’ the big man-eating plant” 

But while you could argue that 
Manise Mensior’s story wasn't wholly 
crighwl, given that it wes mainly 


» [Farrecom] in the Farsicors verden, the kids lack compinly diferent h atsa leone flok-screee sorting, and some 


beckgreund guptics aed moss ae misseg 


ee 
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conceived as a collage of ideas from a 
range of horror film sources, it did bring 
@ number of innovative concepts and 
ideas to the adventure genre. 

As well as providing the birthing 
room for the famous SCUMM (Script 
Creation Utility for Maniac Mansion 
engine, Maniac Mansion was also 
notable for being one of the first 
computer games to have ‘proper’ 
ahemative endings, Gematic cutacenes 
that offered players subtle visual dues to 
help solve puzzles, fiendish bramteasers 
that offered more than one solution, and 
2 varied cast of playable characters that 


each exhibited e different combinetion of 


characteristics and skills. 

its cast of seven adolescents ranged 
fran the geeky in bespectacled Bernard, 
whose speciality was fixing electronic 
devices, to the edgy with New Weve 
musician Syd, who wore shades and 
a dark skinny suit. In fact, pretty much 
all the stereotypical high school cheques 
‘were present and included ~ the jock, the 
nerd, and even the photographer for the 
school newspaper. 
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Sela all 
OPINION 


CHARLES CECIL 
co-founder of Revolution Studias, 
developer of Broken Sword and 
Beneath A Stee! Sky 


“lam deeply ashamed to adit thet 
imissed Maniac Mansion first ene 
around. In the late Eighties | was head 

of development at Activision, which was 
publishing Sierra adventure games, so 
twas mare i tune with the Ming's Quest 
and Leisure Suit Larry adventures, And 
then, as Revolution was being conceived, 
the beg titles from LucasArts were 
Jndiane Jones And The Lost Crusade and, 
af course, Manteey island, | da rate Maniac 
Manson's sequel, Day Of The Teracte, 
which came a couple of years later, as 
one of the best adventures ever.” 


While popular class presidertial 
candidate Dave Miller wes a compulsory 
member of the rescue party, players had 
the freedom to select two of his chums 
to accompany hen into the mansion, 
and picking which two characters to 
teke was appealing for many gamers. ft 
allowed them to tailor their experience, 
experiment with their selections and 
replay the game over with different 
combinations, sometimes revealing new 
events in the story but always eking 
more longevity from the game. 

Maniac Mansion could be completed 
using any combenation of characters, but 
your sélection affected how you would 
have to go about solving the puzdes. In 
short, your choice would influence the 
storyline and make the mission easier or 
more challenging. It had 2 bearing on the 
ending too, of which there were multiple 
outcomes - both good and bad. 

Considering how important a part 
the choice of multiple characters would 
play in Maniac Mansion’s design and 
popularity, we were espedally interested 
to find out how Ron and Gary selected 
ther memorable cast. Were they based 
on anybody they knew? Their own 
school friends, perhaps? 
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+ [NES] Cat-scenes occasionally amomvpt the gamephyy They nat erty drtwe the story bet abso after sebele 


duns to how to salve corten purdes. 


“Yeah, they and all the characters are 
based on real people,” answers Ron, 
“but | can't say who because I'd get in a 
Jot of trouble. | have heard some people 
say Nurse Edna was based on my 
mom, which is cornpletely false, There 
was 2 lot of back and forth on the kids 
and who they were, We came up with 
2 lot of ideas and eventually narrowed it 
down to the seven that you played with. 
The final list was chosen based on who 
was funey and if we came up with good 
puzdies for them.” 

And the origins of the kooky Edison 
clan? “I believe it was a combination of 
Movie characters,” Gary answers. “Also, 
for me, a bit of a twist on EC Horror 
comac books and Warren magazine 
mascot characters, and a bit of a few 
people we knew thrown in as well.” 

While Maniac Mansion's varied cast 
continues to set it apart from other 
adventure games today, perhaps the 
Most important element of the game's 
design was the mansion itself. The thing 
that draws and holds all the characters, 
gegs and ideas together, it was crucial 
itt had a sense of both grandeur and 
creepiness, To achieve this, and to 
also inject a real sense of architectural 
suthenticity into its walls, it’s rumoured 
that Gary used the main house on 


Skywalker Ranch as the main inspiration 
when coming up with the look of the 
Edison's eene abode. 

“That's true. ! looked at the main 
house for the exterior,” confirms Gary. 
“| also based the library, including 
the spiral staircase, on the Skywolker 
Sibrary. Trust me, if you were actually 
there and designing a rambling 
mansion, it was 8 great place to 
research. Most of the rest of the layout 
is onty inspired by ~ not really based on 
as any accurate representation.” 

Working on Maniac Mansion wes 
@ close-knit trio that comprised Rion, 
Gary and programmer David Fox 
(creator of Rescue On Fractalus), 
who also contributed to the 
dialogue in the game, while 
their colleagues Aric 
Watmunde and Brad 
Taylor would later pitch * 
in to assist on the PC 
port of the SCUMM 
engine. With Maniac 
Mansion being the 
fiest tide on which 
both Ron and 
Gary ever worked 
as project leads, 
however, you might 
have expected 


MANIAC 
TELEVISION 


WITH ITS CAST of quirky characters, 
and a premise that sictted quite 
comfortably to the Land of broadcast 
television, Lucasfilm saw the ideal 
opportunity to turn Maniac Mansion 
into a sitcom, And that's exactly what 
itd. The show was a collective effort 
between Lucasfilm, Atlantis Films and 
The Family Channel. where it aired in 
the States. it was also broadcast on YTV 
in Canada. The shaw was well received 
by critics, lasting for three seasons, and 
66 episodes were filmed. Created by 
Eugene Levy (American Pir, Sptashi, the 
story focused an the Edison family, who 
inherit the mansion and then mave in, 
unaware that a mysterious meteorite 


with supernatural properties lies nearby. 


“That was a surreal expenence,” 
remembers Ron when we ask bien 
about his and Gary's put inte the show, 
“Gary and I didnt have any involvement 
init, but we were really excited that one 
of aur games was going to be made 
into a TY show, It started out being 
very much like the garne, but as time 
went on, we'd get these mens from 
the production arm of Lucasfilm, and 
each one contained same element of 
the garne that would no longer be in the 
TV show. ‘Nurse Edna will no tanger be 
called Nurse Edna.’ It became a jake at 
some point.” 


* 
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HIGHLIGHTS 


MANIAC MANSION: DAY 
OF THE TENTACLE wricruseo) 
SYSTEM: PC, MAC 

NEAR Se 

THE SECRET OF 

MONKEY ISLAND 

SYSTEM: AMIGA, ST, PC, MAC, 

MEGA-CD, FM TOWNS MARTY 

YEAR: 1990 

INDIANA JONES AND 

THE FATE OF ATLANTIS * 
SYSTEM: AMIGA PC, MAC, FM 

TOWNS MARTY tf’ 
YEAR: 1992 


EHPEAT =I 
OPINION 4 


DAVE GROSSMAN 
Creator of The Secret Of Monkey Island 
and Day Of The Tentacle 


“Moniac Mansion is not mernly a 
great, hilarious, comnplex gare that 
revolutionised a genre. It also somehow 
fits into 64K, which, in my opinion, 
qualifies it as genuine magic. ® even 

has an excellent soundtrack! Yes, and it 
wasn't easy to write music that sounded 
good coming cut of the nominal audio 
hardware that was built in to PCs in thase 
days. More magic” 


ack up key 


» [PC] SCLRAN mady rpms you en ober afvertires. 
shes: yow doe nee 40 bet a hentvee thesursres. 


Lucasfilm management to have been 
keeping 4 very close eye on its progress 
and content, especially on some of its 
more risque humour. But, in actual fact, 
quite the opposite was true, 

“We had very Ste oversight, which 
is one of the things | credit for Lucasfilm 
coming out with so many classic games 
back then,” explains Ron. "We did what 
was fun and funny. One thing we had 
to cut that | clearly remember was one 
of the opening lines. Dave says: ‘Don't 
be a tuna head’ This was onginally 
‘Don't be a shit head’, but we were toki 
to change it. We argued with the head 
of [Lucasfilm Games], and fim sure we 
talked about our ‘artistic vision’ and other 
stuff, In the end our boss told Gary and 
me to go away and think about why we 
‘wanted to swear. If we came back with 
8 good reason, we could keep it, But we 
couldn’. It really taught me an important 
lesson about writing and how and why 
‘you choose the words you do. t's one 


of the main reasons you wor't see 
swearing in a game! do” 

It might also surprise many fans to 
learn that litte of Maniac Mansions 
design and script was actually planned 
from the outset, Like the best comedy, 
the whole development process was 
largely organic and based around 


designed especially for the game and 
that would go on to power some 
classics of the genre. Intrigued to find 
out exactly how thes sermmal control 
interface came about, we asked Ron to 
explain its origins and where it fits into 
the Maniac Mansion story. 

“The verb interface came about 
because of my frustration with playing 
King’s Quest” he reveals. “! hated 
playing this game called ‘quess the 
parser’ — wes thet ‘a plant’, ‘a weed, ‘e 
bust’? So we wondered if it wouldn't 
be better to just paint at something. 
Trying to guess the name of something 


£6 The interface came about 
because of my frustration with 
King’s Quest. | hated playing 
‘guess the parser’ 99 


samply seeing what worked. “Very little 
wes written dawn,” reveals Ron. "Gary 
and | just talked and laughed a lot, and 
out it came." 

Of course, it’s impossible to discuss 
the impact of Maniac Mansion without 
talk turning to its legendary 

SCUMM system 
— the engine and 


scripting language 
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wasn't the game, in our minds. Once 
the nouns were gone, it made perfect 
sense to get rid of the verbs as well and 
make the whole thing point-and-click, 

| started to program the gameplay in 
6502 assembly language, but it quickly 
became apparent that this wesn't going 
to work for e game this complicated 
One of the other programmers st 
Lucasfilm, Chap Momingstar, suggested 
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BMM (BEFORE MANIAC MANSION) fessor; ; 
by both Ron Gilbert and Gary Winnick 

KORONIS RIFT | HABITAT 
Systems: Atari 8-bit, Corrmnadore 44, Apple Il Oar } Systems: Commedare 64 
ZX Spectrum, CPC, MSX, TRS-80 1 Year: 1986 
Year: 1985 Habitat is widely seen as the progenitor of both the modern 


Using the same fractal graphics technology used in 
fescue On Froctalus’, oroms Ait sees you controling 

a rover vehicle ta collect, analyse, sett and make use of 
recovered modules from the surface of s hastile allen 
phanet, with the ultimate goal being to use the materials 
to destroy an alien base. Gary worked as a graphic artist 
on the game, white Ron programmed the C44 version, 


MMORPG and Second Life. A sccial antine role-playing 
game, it was released in a beta stale in 1986 across the 
online C64 service, Quantum Link, Follawing a two-year 
test run, Hoiwtat reappeared on the service in 1988 as Club 
Caribe, and the technology was Geensed and evertualty 
sold to Fujitsu. Gery worked an graphics and animation 
while Ran created the C44 abject memory manager. 


| make a scripting language, which 
sounded ike a fun idea. Chip wrote the 
first pass of the compiler anxd | focused 
On the runtime engine. A good chunk 
of the first six or nine months was 

just me buiding the SCUMM system, 
while Gary and I continued to work on 
the design and he started on the art. 
Seeing the SCUMM engine execute 
its first opcode [a simple command 
that the language compiles into] was a 
great moment It was about two in the 
morning end I wasn't going to leave 
until this thing worked, and | cheered 
wher it happened.” 

As we know, the SCUMM system 
proved instrumental in helping to make 
adventure games more user-friendly, 
fun and popular for e wider audience. 
By removing the inherent frustrations 
and uncertaintes of previous ‘guess the 
parser’ interfaces, having an interface 
thet combined verb prompts with an 
intuitive point-and-click command 
system allowed users to simply get 
on and enjoy the action without ail the 
inconsistency and blind guessing. And 
the simplicity it brought to the table 
would help to push adventure games 
into new levels of accessibility, and 
eventually popularity too. 


Though Ron and Gary don't 
remember exactly how long Maniac 
Mansion took to create, they told us & 
was somewhere between 18 and 24 
months. It was finally released in the 
inter of 1987 for the Commodore 64 
and Apple ll, appearing on the PC the 
following year, aexd has since graced the 
ST and Amiga. 

An infamous santised port was also 
released for the Nintendo Entertainment 
System. Notable for being the first NES 
title put out by Lucasfilm, the console 
conversion, which wes published by 
Jaleco, wes heavily censored to make 
it more suitable for a younger audience 
and adhere to Nintendo's strict family- 
friencly policy at the ime. 

Programmer Douglas Crockford 
volunteered to complete the job as the 
management in Lucasfiien’s games 
division were “overloaded, and the 
project was slipping between the 
cracks”. The sanitisation process was 
famously documented in his online 
memo, The Expurgation Of Maniac 
Meansior’, tn it, Crockford went into 
hilarious detail about the trials and 
tribulations of trying to interpret the 
NES Game Standard Policy. With 


Nintendo requiring that all sexually 
suggestive content, depictions of 
excessive violence and even religious 
references be omitted, he lists a 
number of instances where content 
had to be altered to get it past Nintendo 
of America's censorship people. Suffice 
to say, it makes for a very entertaining 
and witty read. 

Manisc Mansion garnered 
favourable reviews from the gaming 


EHPEAT "2 
OPINION fi 


KEN WILLIAMS 


Co-founder of Sierra On-Line 


“Roberta and | never really played 
Maniac Mansion, or, at lest, neither of 
us remembers it, We were fairly phobic 
about playing or studying campetitors' 
products, | refused to here anyone 

wha had worked at a competitor, and 
really didn’t want our team focused on 
campetilors’ products. Sierra sways 
thed to consider ourselves as leaders, 
and wanted to forge aur own path inta 


the world. | didn’t want to fall into the trap 


of watching whet campetiters dd, and 
then releasing a ‘me too’ product a year 
later. That's « farrnula for disaster” 


* 
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press upon its release, Popular 
Commedore magazine Crash awarded 
it 93%, branding it “an innovetive and 
polished arcade adventure that shouldn't 
be missed", vile multiformat magazine 
Mean Machines, revievang the NES port, 
classed it as “a highly onginel and very 
addictive adventure that no Nintendo 
owner should be without”. 

Considering the amount of critical love 
for Maniac Mansion, coupled with the 


today and assume that’s the way it 
was from the beginning, but it wasn't 
Monkey Island got good reviews, but 
Sierra was killing us in sales. When | 
left Lucasfilm, Monkey Is@nd was just a 
game, It wasn't until several years later 
that | started to realise that it had taken 
on this cult following. That stuff tekes 
time and @’s unpredictable.” 

But with the interest in point-and-click 
games growing throughout the Nineties, 


6 It wasn’t until years later that | 
realised that it had taken on this 
cult following. That stuff takes 
time and it’s unpredictable 97 


important things it did for the adventure 
genre, it is hard to imagine it being 
anything less than a hit upon its rdease. 
But as so often tends to be the way wath 
cult classics, the popularity @ saw wes 
slow in coming, 

“You knowy, it was well received 
at the time, but it wasn't a huge hit,” 
remembers Rion. “The same is true of 
Monkey island. People look back on 
these two games and their cult status 


RES 
BUILDING 
AWARDS 


We lift the roof off o 
favourite videogame 


Winner: Shenmue 

There's a small minority of people who 
never finished Shenrnue, nat due to 

it being hall-finsshed but because al 
reaching the arcade situated on the main 
treet in Dabuila and forgetting all abaut 
revenge and the Phoenix Mirror. Space 
Harrier is lar reore enportant. 


Special thanks to Ron Gilbert and Gary Winnick for their precious tiene and Mat Allen for scanning the lovely cover art. 
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and the renamed LucasArts becoming 
@ dominant force in the genre thanks to 
8 steady stream of quality adventures, 
including the exquisite Menisc Mansion 
sequel Day Of The Tentacle, tts first 
attempt became a cult hit as garmers 
locked to experience for themselves the 
Origins of a genre that they held so dear. 
‘Stil discovered and retumed to by 
gamers today, Maniac Mansion is an 
enduring piece of software that captured 


BEST BUILDING SITE 


Winner: Donkey Kang 
Surprisingly there wasn't much 
competition for this category. 
Hammer’ Horry was the strangest 
contender, but in the end our love far 
Donkey Kong, combined with the iconic 
status of its first stage, sealed it. ‘Fix! 
you may well cry, We dont care. 


Winner: Skool Daze 

Capturing so accurately the drudge 
and monotony of school life but using 
ta such grest eflect as to create a 
brilliant computer garne, Skoo! Daze is 
the clear winner in this categary. We 
did mark it down a few points for poor 
spelling, though. 
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the spirit of its time, even if it didn't 
find its auckence immediately, 

On why his game was and 
continues to be such @ populer 
getaway for so many gamers, Ron 
puts much of it down to his actors. 
"Each one spoke to someone in 
some wey,” he told us. “Players 
could build these ‘dream teams’ of 
cheracters to go into the mansion 
with. They could personalise the 
game in a way they had not seen 
before. | also think it’s a charming 
game, and thank God | didn’t say: 
‘Don't be a shit head” 


Pick 
ush 
ull 
ive 


up cassette tape 
Open Halk Tto 
Ciose Pick up 
Read What is 


BEST SKYSCRAPER 


Winner: Resident Ent 

Well, the obwious winner hed to 

be Maniac Mansion, but we felt an 
honourable mention was deserved far 
Resident Gal It’s armenacing locale with 
loads of areas to explore and Zombie 
squatters, and the GameCube remake 
can still make us mess ourselves, 


Winner: Elevator Action 


Skyscrapers rarely feature in 
videogames. Most seem ta cangregate 
around Die Hord adaptations. This one, 

{ though, could be the first. We use the 
word ‘could’ as we're not sure it isn't just 
a fairly tall affice block... although, isn't 
that basically what a skyscraper is? 


BEST PUB .) | 
———-) | 

j . 

1 Winner; Tapper Winner: Castlevania: 


Though we do question the common 
H sense af the manager of a busy watering 
{hale with numerous bers all manned 
by a single member of staff, in terms of 
| lightning service few extablishenents can 
match the speed of this ane. Watch out for 
the ones that only sell root beer, though. 


Symphony Of The Night 
R wasn't the first time we'd explored 
Dracula's castle, but it had never felt so 
alve ~ or undead ~ as here, The kicker 
carne when you finished the gare, anly 
to find the castle had inverted, ging 
you a whole new layout to explore. 
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MANIAC MANSION 


ZAK MCKRACKEN AND 
THE ALIEN MINOBENDERS 


INDIANA JONES AND THE LAST CRUSADE: 
THE GRAPHIC ADVENTURE 


THE SECRET OF MONKEY ISLAND 


MONKEY ISLAND 2: 
LECHUCK'S REVENGE 


INDIANA JONES AND 
THE FATE OF ATLANTIS 


MANIAC MANSION: | 
BAY OF THE TENTACLE 


SAM & MAX HIT THE ROAD 


FULL THROTTLE 


L 


LET ARON 
oe 


he 


THE CURSE OF MONKEY ISLAND 
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A Pac-Man-style game with an unusual gothic In the same manne * 
setting. Thunder Castle features 2 plucky kni spoofing its Grad 
er "pil 


is supremely silly but ent 


now Konami took to 


This overhead chopper-‘em-up bears 5 


Ones arodius, Japanese 


own Aleste franchise 


ing game, 


at 


life of the NE 


ateside release |e 


acoms, fortune kit 


screens depicting appear & 


enemy ackground music, while 
napalm and 
yn, wath 


ed for 


fe and its pred 


addi tior from ex 


the PC by Epic MegaGarr 
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MINORITY REPORT 


Zenjiis an nventive o 
nd ma P 
of hexagonal 


sure. Venture plays like 


heres a lot of 
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Modern games you'll still be playing in years to come 


» Featured System: 
GameCube 

» Yoar Released: 2003 

» Publisher: Nintendo 

» Developer: Ratro Studios 


6O DEEPER 


» Completing everything 
unlocks a gallery, where 
you get to see Sanwe's 
human face in concept. 


» Early development screens, 
indicate it got reasonably 
far in thied-person—you 
can see Sammus wandering 
eroand Chaze Ruins. 


METROID 


Nintendo’s 
seemingly odd 
choice of developer 
fora 3Dreturn to 
Metroid resulted 

in one of the 

most perfectly 
constructed 
games of the last 
generation 


aaa a Eee 
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PRIME 


THE BACKSROUNO 


Nintendo failed to get a Meta game off the ground 
on NG ing neither the right ideas nor developer 
© take Sarmus into 30. M Texas-based 


jae developer Retro Studios, partly 


conposed of former Tivok wan r from 
Iguana, was set up in 199% ork on a 


number of tit 
Ss Miyemoto in 
the Ma 


visit from 


ed on the 
ure prototype w 


2 fernale lead, Retro 
id set to work, 
switched from 


it changing hands. Arcund 
Retro (a football tite 
3 Reven Bisde, among 
att 


d, with much of the studio 


laid off, The remaining tearm crunched t complete 
Metroid Prime = the first finished title to come out 
roulent development culture = whic 
establish the studio's reputation 


@ Videogame from 2D to 3D, essentially recreating 
Super Metroid in a 3D space. Even though the 

erry over the pr mune 
}, pul nus Aren 
gnew way to play, and 
of each level from 
success. t woudn't 
ta SNES 


ely ci 


is perspective would be v 
been enough to only 
eogamne temnpla 


game ina 
ited 
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FUTURE CLASSIC: METROID PRIME 


Balls aw. Samus 


bundied with its two nput nr Metrad Pome was approached Thrd-person Mosph Baling was Prmeboasted what wesarguablythe 
soquels into & We package that do bec cautiously v emt also welcome, as it stfted the fee! best GaneQube-GBA conmectivty, 
enabled you to play using maton since Pome's release, most recently that it wo of Merrow Prime into something a when linked wah Mertrod Fusion 
controls. It’s the indispensable working on Donkey Kong Country it wasn’t unt hands-on demos thy lathe Ighter ~ and resu%ed in some the Fusion skin for Sanus, as 
isand tracks for Mano Kart 2 critics started to praise the decision. fantastic physics puzdes. the original NES game. 


@nnoune 


version for series veterans, Rann 


eT 
Suheceseseee® ENERE} 


NowGamer.com 
Score: 38 
thought 


games™ 
Score: 10/10 


Buy it, play it, 


owe itand than 
y ital 
ain there 


minutiae about Tallon IV that Uit 1S 6 ATURE DUASSIC 


to hour, as the player unlocks different 


armas sets, visors and beams, none of creates a more interactve Metroid Pnme is the kind of game that we doubt 
which are inconsequential. Each power is aporoach to the narretive today’s casuabauwere Nintendo would make - it’s 
designed to help in some small fashion, with At @ time when veoice- complex without pendering to the pleyer, requiring 
that gradud process of discovering items acted, expositonal cub petience before the true intelligence of &s design 
provoking lateral thinking when you backtrack scenes were becoming becomes Gear, Metoid’s move nto 3D was as 
to areas and see what extra potentia bes within Prominent, making the bulk Creatively significant as Zelda's had been five years 
them. It's a rewarding open structure that of the story something that you earler, and stood as @ demonstration thet the 
again harks back to Super Metroid, have to uncover wes a forward- mechanics laid out in the NES and SNES-ere Metroid 
Every environment tells its own story, too, thinking decison. Graphicaly, tides were built to last on future platforms, 
fron the icy landscapes of Phendrana Dnifts it aso helped that Samus’s What Retro brought to the Series, though, was the 


to the vaguely scary Phazon Mines. Metroid character model was the understanding of how the smadlest details of a 3D 
Prime largely takes place in enclosed most impressive visual people environment should affect the player's experience, 
spaces and labyrinthine tunne! layouts, Dut had seen on the GameCube énd that lending each facet of a word some kind of 
the stunning ‘deity of the ert direction { to dae. hidden meaning would heighten our fasonaton with 
makes for 4 unique feeling of exploration on Whatever players discover the game. 
Talon IV, as these vastly different locations about the planet, Tallon IV Nintendo's touting of Prime as a ‘first-person 
overlap with each other in & harmonious remains enigmatic, and you're adventure’ rather than an FPS may have smacked of 
way. This is another reason why the decision alweys exploring it with @ sense corporate nonsense at the tre, Dut the descrigtion 
to make the game in first-person paid off — there of trepidation. Nothing is quite as it wes absolutely spot-on. Shooting is simply a means to 
feally are So few videogames that populate 3D seems, and it's that combnation of & end; justa single mechanic along the way in figuing 
spaces as compellingly as this eerie audio design = which nicely recalls cut how to move forward in an immense, ursetting 
The glanet & the story in Metroid Prime. The past Metrod games, too — and visual word. Metrod Prame was never imitated, and it ranks 


imagination that realy made donagside Halt-Life 2 in its scope of what a first-person 
Metroid Paime a critical daring videogame can portray 


scanning mechanic, enabling the player to examine 
almost every object and enemy, gives background 
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COMMODORE 64 US ZH SPECTRUM. 4 


Ir’s THE LONGEST-RUNNING DEBATE IN DK- GAMING, AFTER 3O YEARS, 
AND IRETRO GAMER IS DETERMINED TO FINALLY PUT THE DEBATE 


TO REST AFTE 


2 ALL THIS TIME. WE SPEAK TO THE EXPERTS, SURVEY 


OUR READERS AND EXAMINE THE PROS AND CONS OF EACH SYSTEM 
TO DEFINITIVELY ANSWER THE QUESTION: 
WHICH IS BEST: COMMODORE G4 or SPECTRUM? 


F GRAPHICS 

S 
Let’s be honest, right from the start. It’s been 30 
years since Doth of these. Venerable Computers were 
launched, and neither of them is looking like a 
spring chicken. If you'll allow us to put nostaigr: 
aside for a moment, neither computer can boast 
the best-looking graphics in videogame history. But 
what's interesting is that both have thelr own 
dystinct style 

The Commodore 64 suffers froma very blocky 
faok. You can see every pixel that has gane into 
building up the image, and vehile there's 4 certain 
level of artistry to this, there's no denying that 
the overall look is a little like an. impressionistic 
painting put together with Lego bricks. Andina 
= strange palette of pastel colours, no less. 

The Spectrum, on the other hand, suffered from 
its own sat of problems, not least the infamous 
colour clash, whieh saw sprites of different colours 
change to an unintended hue whenever they 
passed aver each other, The general solution to 
this was torrender each screen in a single Colour 
to avoid clash, but this, of course, gave Spectrum 
games 2 monochrome look that contradicted the 
name of the system and certainly looked a little 
primitive next to other 8-bit systems. 

Charles Cecil, creator of Broken Sword, worked 
for both US Gold and Activision toward the paak 
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of the 8-bit computer éra and hed-extensive 
expenence with both titans of the Eighties. 
While the Commodore 64 was technically more 
powerful, the hardware sprite limitations made 
the games feel less exciting,” Cecil says. "The 
Spectrum may have been prone to attribute 
problems, but it could fill the screen with vibrant 
colours, Developers like Ultimate Play The Game 
pushed the Spectrum to the limit-with their visual, 
as well as gameplay, masterpieces.” Bie 
Ste Pickford, one half of the Pickford brothers 
and co-creator of 8-bit titles like Zub and Feud 
tends to agree with Cecil. “As a graphic artist 
' preferred the Spectrum's crisp, clear, brightly 
coloured pixels over the Commodore 64's 
smudged, fet, murky browns and greys, despite 
the colour kimitations of the Spectrum,” he Says, 
before drawing upon 2 fittingly retro analogy. : 
l elways wanted to be a comic artist, and grew 
up on AA-sized black-and-white British comics 
Anything from Whizzer And Chips to 2000 AD: 
to Marvel UK’s black-and-white Spider-Man 
reprints o which} much preferred :over imported 
US comics, Which were smaller, with smudged, 
blurry colours and printed on toilet paper. In my 
head, the Spectrum was like a brilliant issue of 
2000 AD, whereas the C64 was like 2 rubbish 
American comic. My preferred drawing style was 
black-and-white line drewing, so meking 
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raphics, Using just one pixel cofour 
= = ee me much better than the more 
painterly style tequired for C64 graphics, 
Allowing nostalgia back into-the conversation, 
we have to admit that One of the best things 
about both computers’ graphical styles is 
that they were instantly identifiable with their 
host platform. Look at a screenshot of a game 
developed specifically for the C64 or Spectrum 
and you dort need a caption to tell you which 
system you're looking at, Can you say that about 
the Xbox 360 or PlayStatian 3? We doubt even 
their creators could. a 
So which is best? Aside from expert opinion, 
perhaps the feirest way is to look at the way 
rmuttiformat gamés compare to each other. While 
games made specificatly for each system play 
to their strengths and look fantastic in their 
own right, they fare differently when ported 
acrass to the other system, A lot of Spectrum 
games remained largely the aa wie ported 
o the C64, making for some lazy-looking 
Besoin like Head Over Heels, which retained 
the Specey’s monochrome graphics. Yet when 
C64 games were translated to the Spectrum, 
they often had to-be redrawn completely and 
therefore got a chance to take better advantage 
of their naw home. The Last Ninja, for example, 
arguably looks even better when ported to the 
Spectrum“ by sacrificing colour in exchange for 
@ greater level of detail. 


WINNER: ZX SPECTRUM 


Though technically inferior, the Spectrum's 
visuals prove more popular with the experts 
and handle multiformat development with 
mote grace. 


* SOUND 


There really is no contest here. While the zx 
Spectrum certainly emitted sound, hardiy any 
of it constituted music or Sound effects inthe 
conventional senses of the words. Rather than 
outputting sound to the television, the original 


“100K AT A GANME AND YOU CAN TELL 


WHICH YOU’ 


RE LOOKING AT. CAN YOU 


<AY THAT ABOUT THE S6O OR PSS?" 
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48K model of the Speccy uséd 3 cheap speaker 
built into the machine itself, Though capable of 
producing ten separate octaves, it did so 
through just ome channel.and the results were 
about as musical as a Geiger counter. No matter 
how much talent programmer had, you 
weren't going to get anything to whistle slong 
to from this. 

The Commoddre 64, by contrast, must have 
seemed like a full symphony orchestra in your 
living room. The much-celebrated SID chip sitting 
inside every Commodore 64 had much more in 
common with the inner workings of a synthesizer 
than any comparable home computer of the 
time, end it basically functioned as such. Capable 
Of creating one_of five waveforms across three 
distinct outputs at once, the SID was a more 
complex beast than you could ever nightly expect 
at the time and allowed talented musicians to 
create some of the true audio masterpieres of 
the eacty medium, 

If you Care to mention any of the great 
videogame musicians of the home computer 
age, almost all of them came from the C84. ” 
Names like Rob Hubberd, David Whittaker and 
Martin Galway @re a8 synonymaus with the 
C64, if nol more 80, than any programmer or 
artist of the time, Great games like Rambo: First 
Blood Part il, Wizball or international Kerdte. were 
made even greater by their memorable scores. 
064 game music was so good, In fact; that it 
translates bnilliently to real instruments, making 

for enjoyable live performances, but can also be 
enjoyed in its onginal format: Downloads of the 
original SID files are prolific on the intemet, end 
there's even’ an iPhone app called SID Player that 
allows users to download and listen to practically 
every SID tune ever created. 

"My first love was always the SID chip,” says 
Jonathan Dunn, the composer behind such C64 
games as Operation Wolf, Rambo Iand The New 
Zealand Story, *The possibilities seemed endless 
and! wes always finding new things you could do 
with it, The AY chip on the Spectrum was useless, 
Unless you really loved the sound of square 
waves.” Mike Dailly, creator of the C64’s Ballistix 
and Slood Money, edds simply: “The sound was 
in @ class of its own.” 

it wasn’t just games that benefited from the 
SID chip either. The little chip soon took on a life 
of its own as C64 enthusiasts fell in love with its 
sounds, which were as unique and identifiable as 
the Commodore 64's graphics, The Océan foading 
theme, for example, which played.as an Ocean 
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COULD HAVE BEEN A CONTENDER 


The 8-bit computers that don’t even factor into our argument 


ATA? 8-sIT 


In the wake of the videogames 
crash of 1983, Atari wisely 
branched out from console games 
into the world of computers with 
its range of 8-bit, programmable 
systems. Though virtually unknown 
in the UK, these systems were 
fairly popular in the US and hed 
their fair share of decent-tittes. 
Sadly, they never got-near the 
phenomenal popularity of the C64 
88 a games machine or Apple's 
business-oriented computers either, 


ANASTRAD. CPG 


Arguably the closest system to 
third place in the UK, the CPC sat 
somewhere between the C64 and 
Spectrum in terms of capability and 
appesred 10 embrace the games 
industry more than the Sinclair. It 
garnered strong support in the UK, 
and some of its conversions are 
the superior iterations, Ultimately 
let down by a comparative lack 

of original titles and international 
Support, the CPC was nevertheless 
adored by its passionate fan base. 


ASX 


This early attempt at 2 standard 
format was popular in Japan as 
well es the Netherlands and parts 
of South Amencs. It’s perhaps best 
known for great Konami games like 
Metal Gear, Vampire Killer, Penguin 
Adventure and Parodius, but these 
cartridge games were expensive. 
Tape games were also available but 
were mostly half-hearted Spectrum 
ports. Despite its brief popularity, 
the MSX was ultimately undone by 
# lack of. coherent business, 


BBC ANICRO 

Created by Acorn in conjunction 
with the B&C, this found its way 
into nearly every school and 
became a part of every kid’s 

life as a consequence. Beyond 
educational software, it had one or 
two classics to call its own, notably 
Elite The Micro's downfall is that 

it. didn't manage to get into many 
homes. Its status as an educational 
machine just wasn't cool enough, 
though it can take eredit for training 
a generation of programmers, 


game streamed in from the tape drive, is one of 
the best compositions of the 8-bit age, completely 
divorced of association from any specific game. 
And it didn’t stop there. A demo scene quickly 
sprang up around the SID within the lifetime 

of the C64, encoufaging budding electronic 
musicians to create their own tracks and enter 
them into competitions in computing magazines 
ofthe time. into the Nineties, the strength and 
personality of the SID sound ted the C64 to 
become one.of the most prominent features of 
the burgeoning chiptune movement, And the 
humble Commodore chip even found its way into 
popular culture as chart musicians sampled old 
game tunes of even crested their own new tracks 
on custom-built SID synthesizers, 

Sothere you have it, The Commodore 64's 
incredible SID chip was responsible for some of 
the best-sounding games of the 9-bit age and 
was so good that it has outlived its host 
machine and even an association with gaming 
altogether. 30 years after its creawon, people 
are walking around listening to C64 music on 
their fancy Apple phones of even creating new 
Commodore music of their own. The 
Spectrum’s tinny littla speaker, meanwhile, is 
left completely forgotten. 
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WINNER: Commopore 64 


A brilliant piece of hardware design led to some 
of the most mefviorable videogame tunes of the 
Eighves and was arguably responsible for a:whole 
new genre of music. There’s justno beating the 
sound of a C64. 


*& DEVELOPMENT 


You don't need to pry open the casings of either 
computer to see that the Commodore 64 was the 
technically superior piece of hardware. But does 
that mean that itwas the best of the two to develop 
for? Not nécessarily. Ste Pickford explains his 
reasons why nat... 

“Once | started working ’at a large 
development studio, making Spectrum and Cé4 
games together in the seme open-plan office, 
the playground argument carried on but with 
an added technical dimension. The hardware 
sprites and scrolling of the C64 meant that it was 
possible, without that much skill or talent, to get 
8 Sprite moving on a sorolling background, and 
as a consaquence there were a fot of rubbish C64 
programmers about back then There were plenty 


The graphics on cphay 
Chnatirees 2vivower wat the 
Comarradine 8 wes capedile 
atin tre hands of 2 wiestad 
tresopeter: act 


rd 


Of amazing C64 programming geniuses as well, 
but it wes a mixed bag. The Spectrum's less- 
helpful hardware — more or less just 2 processor 
.and some oddly taid-out VRAM — meant that to 
even get ¢ sprite moving around on the screen 
you had to be a pretty decent programmer, so as 
# consequence all the Spectrum guys were sharp 
and clever, or they wouldn't have got the job, 
This turned the platform argument into one about 
good programmers versus bad programmers, 
with. jokes about C64 games with panels on 

the right-hand side of the screen because the 
programmers couldn't handle the MSB.” 

Have a look at a few screenshots and it's easy 
to see what Pickford is getting at. In the wrong 
hends, the C64 produced some truty hor rifying 
results. Take US Gold's conversion of Street 
Fighter (i, for example, The mess of coloured 
blobs seemingly thrown on top of each other 
made it look @s though the C64 had thrown up 
all of the contents of its metaphorical stomach 
al once, while the buggy, haphezard gameplay 
certainly lends credence to the idea that the low 
barrier to entry for C64 development attracted 
technically unskilled talent, 

Yet the opposite is also true. Match up talented 
coders and artists with the power of the C64 and 
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the results were spectacular, Masterpieces — and 
we Mean iasterpieces ~ like Intemational Karate 
or Maniac Mansion ran brilliantly and looked 
More attractive then just aboutanything élse out 
there. Including, it could be arqued, anything on 
consoles like the NES or Master System, And 
towerds the end of the C64’s life, a new wave of 
games, like the unbelievably pretty Craatures 2 
demonstrated just how fer the system Could be 
pushed In the right hands. 

“] prefer the C64 for coding because it had 
lots of hardware to play with and produced silky 
smooth gaming,” says Mike Dailly, "The Speocy 
was 4 greet but simple machine to start fearning 
with, but the C64 was the one you really wanted; 
lots of RAM, lots of toys, and great games, Which 

Sounded amazing.” 

"That's pot to say'that the Speotrum éavidn’t 
be made to-do unexpected things, though. Far 
from it. As Ste Pickford suggests, the restrictions 
of the Spectrum hardware — which was etguably 
designed more as a hobbyist’s computer than 
‘One intended for mass-produced, Commercial 
software — forced developers to be more creative 
and led them to explore technical avenues 
unnecessary on other platforms. Another 
Pickford, Ste’s brother John, élarifies! "The C63 
was clearly more capable graphically and better 
designed as a videogames machine, From 
coding point of view, the Spectrum was simpler 
and the lack of any hardware-essisted sprites or 
scrolling meant you had to get creative and work 
out hove to do those things in software with very 
limited CPU power. By the time you've worked 
out how to drag a Sprite across the screen you've 
learned a hell of a fot compared.to doing the 
Seme on the 64. So yeah, | quess the 64 was the 
better machine, but I'm glad | leaned my trade 
on the Spectrum.” 

Both Pickfords touch on an extremely 
important point. Since the Spectrum’s limited 


JdET SET Witty 
Made by a 17-year-old 
rockstar programmer, about 
a millionaire miner with a 
hangover, and so broken 

it couldn't be completed 
without cheat codes, Jet 
Set Willy is the prototypical 
Spectrum game. An 
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hardware forced coders to get creative, the 
system was the best teacher you could hope 

for and made geniuses out of an entire nation 
of bedroom programmers. The Spectrum, more 
60 than eny other system. is the crucible of the 
British games industry, andowithout it such great 
UK studios as Rare, Blitz or Codemasters may 
never have existed. 


WINNER: ZX SPECTRUAR 


Ease of development may be consideréd e must 
in the modern age, but in the formative yeers 

of the games industry it was the foibles ofthe 
primitive Spectrum thet sorted the wheat from 
the chaff and allowed great programmers to rise 
to the top. Its legacy — the UK games industry of 
2012 — cannot be overlooked. 


# SUPPORT 


How important is support to the success of a 
games system? It's casy to Overlook this factor, but 
without the support of games developers, 

@ console or computer is just an expensive slab 

of plastic that competes with your TV foF all the 
dust in the room. 

Both the Commodore 64 and the Spectrum 
enjoyed incredible support from game 
developers, but in vastly different ways. And the 
key differentiator between the two should be 
Obvious to anyone who was paying attention: 
the Spectrum had incredible British Support, 
whereas the Commodore 64 was 2 truly 
international computer. 

Perhaps this was inevitable, Sinclair was a 
relatively tiny UK-based company thatstarted 
off selling kit-built computers by mail order and 
never really progressed too far beyond those 
humble origins. Commodore, or Commodore 
Business Machings, to give it its full title, was 


Deus Ex 


SKOOL DAZE 

A game without 2 genre, AV\ACHINA 

Skool Daze took a setting This adventure got around 
that almost every Spectrum the limitstions of the 


hardware by including @ 
separate soundtrack tape, 
festuring voiceover from 
Jon Pertwee; Frankie 
Howard and lan Dury. A 
sequel isin the works, 


owher must Nave loathed 
and gave them the power 
to make school fun: This 
was a game all about play 
for the sake of play and 


TRASHMAAN ; 
Many games put the player 


i another example of the free 1e pl 
ie thesiees ead Ov er HEELS imagination made possible mn control of an aspirational featuring the voca! talents 
pies i asi on the Speccy. This ingenious adventure by bedraom programming, —_ hero — soldier, cop, ninja of Sir Christopher Lee. 

ee , game combined more or sportsman — but on the 


ig’ | AED oAINEA COLLECTION 


wacky British humour with 
8 unique gameplay concept 
that has yet to be,bettered. 
Head Over Heels proves 
that imagination and talent 
count so’much more then 
beefy system specs: 
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Spectrum it seemed like 
anyone could be a hero = 
even a binman. Trashman 
did little to sex up the 
profession, thaugh you ” 
could find an.old Specey in 
the bin if you were lucky. 


MAGAZINES 


» (C54) The Dizy series is one at 
tran Va tanchses with roots 
on both sysname, and ifs ene 
then airvives totay throegh be 

imeeer 05 reed 


Saee ; 
THE 


INTERNATIONAL 


KARATE 

IK features everything 
that's great about C64 
gaming, Stunning visuals, 

a brilliant soundtrack and 
gameplay so fun you could 
play it over and over again. 
That Archer Maclean made 
4 fighting game work with a 
stick and.one buttons k's 
greatest achievement. 


— 


4 titan by comparison. The Amancan company 
easily rivalled its contemporaries like Apple or. 
Atari for its deep pockets, marketing clout and 
vision. Its combined resources and ambition 
made it virtually unstoppable, at least for a few 
years anyway. 

Commodore really had its act together when 
it came to support of the C64, particularly for 
games. The Commodore-branded “Datasette’ 
recorder allowed software to load much more 
reliably than the pernickety Spectrum, meaning 
there was no fiddling around with volume 
controls or sacrificing a pet to Satan in the vain 
hope of getting a game to load here, Likewise, 
the 1541 disk drive, for those who could afford 


Y 


one, brought even greater usability and was 
particulerty instrumental in the Amencan home 
computer boom, leading to major players Ike 
Electronic Arts and LucasFilm Games lending 
their considerable weight to the C64 library. 

it's possible that the Spectrum could have 
enjoyed such support too, but Sinclair's head, 
Sir Clive Sinclair, appesred to have-lita interest 
in supporting videogames, despite the boost 
they obviously gave the computing business, 
and the company showed little sign of attempting 
to get games developers on board..Only the huge 
UK installed base, created by the Spectrum's 
brilliantly affordable price point, encouraged 
independent UK games publishers to get’ 
involved wath the system. But the support of 


what happened when huge 


COMMODORE 64 US ZH SPECTRUM 


the burgeoning American games industry was 
severely tacking. 

To get some idea of tha non-impact the 
Spectrum had in tha US, Retro Gamer spoke to 
‘Shane R Monroe, host of Retro Gaming Radio, 
who was 8 young man during the C64's heyday. 
“Commodore bad a huge presence everywhere 
— you coulde’t turn around without running into 
a Cothmodore display,” Monroe says of the 
Eighties American retail landscape. “Unlike the 
Amiga, which'got zero advertising, the C64 was in 
avery department store — including then-popular 
shopping destinatons like JCPenney and Sears, 
| believe, for a period of time, even Toys R Us 
carried Commodore product. During the holidays, 


“THE SPECTRUAN HAD INCREDIBLE 
BRITISH SUPPORT, WHEREAS THE CE 
WAS AN INTERNATIONAL COMMPUTER 


you couldn’t turn the channel without landing 
‘on a C54 ad, complete with the Bach theme that 
became a household tune, The USA is all about 
what's on TV, evenmoreé then than now, Without 
the internet to guide people, TV is what you had. 

~The Spectrum simply wasn’t to be found. No 
demo machines. No TV commercials, No word of 
mouth. The elitist fights then were ‘C64.vs Atan’ 
or ‘C64 vs Apple’. Spectrum wasn'teven part of 
the aquation. Between Commodore's rampant 
advertising, Atari's hardeore name recognition 
and gaming background, and Apple's incessant 
product. dumping Into the school system, there 
just wasn't room for the Speccy.” 

UK-based Retro Gamer readers might think that 
the US fate of the Spectrum was irrelevant to 


5 NNost WaPorrant CONNMNODORE G4 GAINES 


ANANIAC Arter Eco 
AAANSION Po we Made by a psychologist 
Bedroom programming is rather than @ game designer, 
all well endl good, but look on Ets Alter Egosaw you play . 


out an entire life from 


oar a 


ANAVHENA IN 
{NONSTEREAND 


Made near the end of 

the C64’s life, Mayhem in 
Monsterland exploded with 
colour, looking as good as 
@ Japanese platform game 
end playing equally well, 4f 
enyone accuses the C64 of 
featuring Lego-style visuals, 
just show them this. 


companies got their hands 
on the C64! Maniac Mansion 
wes filled with ambitious 
design that even its creators 
failed to match: It’s also the 
debut of SCUMM, the engine 
that redefined adventures. 


LITTLE CDANPUTER 
PEOPLE 


One of the most ingenious 
uses of the floppy disk, this 
David Crane production gave 
you a house on a disk, and a 
fittle man who seemed to live 
inside your TV. The level of 
illusion om display is nothing 
short of remarkable for the 
time and paved the way for 
later works like The Sims. 
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conception to death — 
whether by natural causes or 
otherwise. Its series of moral 
dilemmas and philosophical 
Questions treated the player 
jike 2 mature adult. 
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C64 


aye 


AE FAD GAINER COLL CO 


- 


S—_—_— 
et — oi =——— 


ll 


tham, but it couldn't have been more important, era and made the Eighties a fantastic time to get 
While the Commodore 64 received extellent UK into eat aenal 2 9 
support and conversions of most of the significant We could go on and on about the best games 
Spectrum, Amstrad or BBC games, its US on each computer, and have done elsewhere in 
origins meant that if got a whole wealth of other this feature, but for now let's allow the experts to 
classics that its rival systems missed out on. The have thelr gay. 
Spectrum's catalogue of software, by comparison, "Forme, this is an easy question with an 
seemed half-empty, easy enswer,” says Sensible Software's Jon 

o% Hare. “Not only was the Commodore 64 a better 
WINNER: CONMMODORE 64 machine in nearly all respects, it was also much 
Officially supported two years longer than the bétter for our games: Parallax, Wizball, Shoot 
Spectrum, showered with superior hardware, and ‘Em-Up Construction Kit, MictoProse Soccer and 
attracting the cream of the US games industry, International 3D Terinis,.. So C64 all the way for 
the Commodore 64 had the best support you me.” Hare may be a little biased, sure, but there's 
could ever realistically hope for. no denying that is one great list of games. 


“REAL GANKERS JUST WANT DECENT 
GANKES TO PLAY, REGARDLESS OF 
WHAT THEY PLAY THENK ON” 


te Laat Chatles Cecil, meanwhile, credits a single 
WP Me > game for swinging his vote: “With the release 
Retro Gamer interviewed a fair few game of Impossible Mission in 1984, a magnificently 
developers in the hope of settling this age-old impressive game, the Commodore 64 finally 


argument, but some simply refused to pick sides. surged ahead, remaining forever out of reach 
Much to our surprise, one of the most vehement of the Spectrum. 
fence-sitters was none other than Gary Penn, ex- Vocal support for the Speccy's catalogue of 


. . games is harder to come by, but Ste Pickford 
editor of Commodore 64 magazine Zzap!64. “There chimes in-to reriind us’of aome greats. “In the 


were some groundbreaking, seminal works on both end, | think the Spectrum wins because ultimately 


Spectrum and C64," says the level-headed Penn. the difficult hardware - the lack of a “path of 

“I'd be ignorant to ignore that fact: Real gamers least resistance’ to scroling-background sprite 

just want decent games to play, regerdiess of what games — meant that there was more creativity and 

they play them on.” originality in the Spectrum software catalogue,” 
Well, if it’s Great games you're after then he says. “We got more’odd and unusual games. 

anyone reading this magazine khows that the tke Knight.Lore, Tau Cati, Ant Attack, Avalon, TUL 

C64 and Spectrum could match each other blow- and Oeus Ex Machina, even if we did miss out on 

for-blow, For every Wizbail there's a Sabre Wulf, smooth, 60fps scrolling shooter ups.” 

for every Skool Daze a Paradroid. Each system Pickford Is certainly night about the Spectrum's 


has its fair share of titles thet defined the $-bit quirkiness. No other games machine outside 
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COMMODORE 64 US 2H SPECTRUM 


Japan can list such a boners line-up of software. 
Millionaire miners, handbag-carrying dogs, 
scrounging binmen and criminal babies were 
perfectly commonplace on the Spectrum, and 
gave the systern a weird British feeling that. was 
part surreslist comedy, part acid trip, You can’t 
not fove a system for that. But, well... 

A lot of those quirky games were eventually 
ported to the Commodore 64, which also 
happened to have its fair share of ubique 
Classics on top. While the Spectrum was 
defined by its quirky British games, some fine 
arcade conversions and the tremendous Support 
of Ultimate Play The Game, the C64 had a 
catalogue that grew up-and evolved alongside 
the machine. With cach passing year, its greatest 
developers outdid themselves to produce ever 
more brilliant experiences ~ particularly in the 
crucial US market. Back when Electronic Arts 
was best known for its designer-driven creations, 
it chumed out classic after classic — Racing 
Destruction Set, M.UL.E. The Bard's Tale and 
Legacy Of The Ancients, to name just a few. 

Then there's LucasFilm? Games and, particularly, 
Maniac Mansion, » game $0 good it practically 
Spawned 8 genre and:paved the way for 
incredible works like The Secret OF Monkey Island, 
Over in the UK, the likes of System’? and Sensible 
Software made the C64 sing with International 
Karate, Impossible Mission and Wizball, among 
others. Even'in the computer's twilight years, new 


READERS VIEW 


- WE ASKED RETRO GANMER’S FORUM TO CHOOSE 
. BETWEEN THE C64 AND SPECCy. TurRNs OUT 
THEY DISAGREE WITH US. BUT ONLY JUST... 


Spectrom - 51% 


developers pushed the system further, Could you 
have imagined games like Creatures or Mayhem 
In Monsterland running on,the C64 back in 19827 
You couldn't, but the hardwere was the same. 
The only thing that changed was the industry’s 
understanding of it. 

The Commodore 64 remained in production 
for a staggering 12 years and was constantly 
supported by an ever-evolving catalogue of 
games. Only the demise of Commodore in 1994 
brought the systen’ to a halt. Who knows where 
it would have gone if the company had survived, 
The Spectrum, meanwhile, was discontinued by 
1992, though its shelf life, and the breadth of its 
software, arguably dried Up tong before that 


WINNER: Connmopnore G4 


While both systems matched each other for 
some time, the C64 just about wins out due to 
sheer lastability. It kept going and going for years, 
outlasting its rival and improving on itself with 
every reloase. The C64's vast catalogue of classics 
narrowly gives it the edge. 


* CONCLUSION 


Obviously the most advanced and powerful piece 
of hardware, you'd think that the Commodore 64 
would stamp all over the Spectrum, but, certainly 
in the UK, the competition was no walk in the 


“C64 purely because 
‘your character didn't 
become the same colour 
85 whatever background 
you were passing over.” 


fN0oTOWwN 


“The Spectrum was better, 
Say what you want about SID 
chips and ‘better’ graphics, 
but the Spectrum definitely 
had fess-blocky graphics, and 
the sound was awesome on 
the 128K machines. And better 
games for the most part, too.” 


SMURPH 


COMMODORE 64 - 49% 


park, The Speccy's affordability, utterly crazy and 
ultimately endearing catalogue of games, and its 
importance to the UK games industry make it a 
Supremely special system. But the Commodore 64 
is just that litte bit superior. 

With the power of Commodore behind it, and 
the backing of the international games industry, 
the C64 enjoyed a long life with well over a 
decade's worth of incredible games. produced. 
The technical prowess of the machine, as well as 
the added flexibility of the disk drive, led to the 
creation Of some amazing games for their time, 
and while the Pickford brothers may be right 
that the C64 encouraged lezy developers, it also 
attracted many of the best. Not ta mention the 
best musicians, who tripped over themselves 
to play with the SID chip and create musical 
masterpieces that have taken on a life of their 
own outside the games. 

Speocy fans— don't get your knickers in a 
twist, We love the rubber-keyed Wunderkind 
as much as you, But the simple fact is that the 
Cammodore 64 is 8 greater machine, with bigger, 
arguably more important games. Especially 
since they're so much easier to toad and don't 
gét confused by more than one colourt The 
Commodore 64 is the best 8 bit computer. 


Argument over. 


“With the C64, once you get past 
the better.quality shooters there's not 
8 lot there to match the Spectrum's 
impressive array of arcade edventures 
end platformers. The Spectrum also 
canes the C64 for text adventures, 
which is important for mé. The fact that 
Ultimeste's output on the Speccy utterly 
trounces whet they put out on the C64 
iS probably enough reason on its own 
t@relegate the C64 to second place.” 


GRUNCHY 


“L voted Speccy. tn all honesty, it's because 
Lowned oné, but | will say, when came 
to going to friends’ houses, it was the 
Speccy that seemed to have the ‘jew drop’ 
moments that made others jealous. Best | 
femember was when | helped a friend fire 
up his first computer, which was a second- 
hand Spectrum +2. | loaded up Starstrike if 
and even the C64 boys were drooling!" 


THULSADOONA 
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lite kick- 
started my 
career so 
it meant 


a huge amount to 
me at the time, but 
it was also a great 
time anyway. Both lar 


We 


i ware | 


Ir 


Robert. 
Holdstoack 


As a fellow Cambridge student, Bet 
coded around studying mathematics. 
Both he and Braben firmly beleved in 
proving that 3D was possible. Here is 
one of Bel's sketches 


The author of the novalla, The Dark 
Wheat that was included with Elite He 
saw it as a good chance to get back 
into sci-fi writing and recalled how 
fest the game was. 


Paeta i] SANE REOLU EC i 


A Cambridge University student, 
Braban juggled hés natural scrences 
dagree with programming, finishing 
the game pre-graduation — a major 


achievement all round 


“Thorn EMI wanted a score, theee 
lives, and a play time of ‘around ten 
minutes a go’. Thankfully we went 
with Acarnsoft instead,” says Dawe. 


“The best part af the vider story, 
wath hindsight at least, was that 
Thorn EMI turned down the game as 
itwas ‘too differant’,” says David. 


Braben and Bell loved science fiction, 


and Elite was very much influenced 
by the Traveller RPG as wall as The 
Hitchhiker's Guide To The Galaxy, 
2001: A Space Odyssey and, of 
caurse, Star Wars. 


WHY IT'S A CLASSIC 


STANDOUT MOMENT? 


BEST SHIP ENHANCEMENT? 


third dimension, 
compelling masterp: 


Elite was groundbreaking. In taking gaming into 
David Braben and lan Bel created a tru! 
Des 


players, 


rg Up just 22K of code, it reac nto the minds of 

allowed their imaginations to run riot and inspired many 
games that rasonate today; not for nothing did the produ 
Theft Auto dub it “Elite in the city”. For all of that, Di 
rather modest: “It’s nat really for me ta say why Ei 
game! | suppose it has stood the 
pel, ine 


a clas 


test of time and is stél fondly 


remember $ later,” 


wing by me, all these 


As you fly from planet to planet and trade in goods, 
to bat away piratas, you soon realise that thera is no particular 
aim with Elite other than trying to achieve the top rank. And yat 
that dae: 


teal and try 


mean there aren't any standout ents, some of 


them just born 


ston and t 


d to get 
some fest, a3 D: “The standout moment fo 
probably the relef when you dock at an ‘anarchy’ after a tricky, 
jaty-palms journey, and you finally get to save. It falt | 
real achievement” 


me is 


a 
¥ 

ulse Lasers 
eam Lasers 


hoice of ship e s very clear. “Ga 
st inthe sense ittoak about six by 
mplement, including the text for the 


Itwas b 


Ttook qu 
make room for six extra bytes,” he says, Certainly, tho 
were mary ways to enhar 
pads, salvage pods... Th 


To cambat the e 


ship, usually coming a 
combined te ma 


able 


tay 


gator in the whole damn universe, Without them, you'd be 


stardust for sure 


BEST MOVE? 


MOST MEANINGFUL PART? 


BEST PART OF THE STORY? 


few asteroids that went to duplication.” 


= Be 


With Elite, it was possible to do all manner af cao! things 
haurs flying around m sf 
nations, "But there's not really 


spending 
sé and all of ms 
Tekke: 
blank into 


ce, exploring the uni 


mave in thy 


id, “Itis $2 


isfying fireig a missile at po 


a ship, 
at the last moment. That way it doesn't gat ECMed [el 
caunter-measures, which causes all prened missiles in range 


though, by flying straight at @ and launching the missile 
tronic 


aute-detonate] tao. If you aim slightly above it, then you don’t slam 


into any barrels that are launched into the de 


Load Hew Commander (Y/N)? 
<C>) RAoornsoft 1984 


There ts no doubting that Elite was a in: 
The open-ended nature and the wireframe graphics ensured its 


‘er peece of programming 


yeloper 


J game engine and all of its nuar 


spaceshi 
especially the Cobra, mean a lot to ma. 4 lot of lave want into them, 
but alsa, it is w 


rtainly stick in David's mind 


he g suppose 
ry meaningful tao,” 


THE 


DARK WHEEL 


"Probably the best part 
of the in-game story 
was véty tha first faw 
thousand copies of 

1 
very mary asteroids,” 
says David. “It 
because of the 
by the 


game didn't have 


5 al 


javella 


included a mention 
of prope called ‘rock 
hermits’ — people who 


lived an ouls, 
Thining them, We also 
put in a few other rare 
evants, but these were 
really hard to test, so 
Nn ta test the: 
sion wath 


ppararily tumed t 
Duet 


steroid creation rate ¢ 


an almighty 
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IN THE RNOW 


PLATFORM; BEC MICO, ADCRN 
ELECTRON WAPROLIS PORTS: 
PUBLISHER: ACORNSOFT 
DEVELOPER: 


DAVID BRABEN AND MN BELL 


What the 
press said... 
ages ago 


Beebug, Volume 3 


Issue 6 


What we think 


Elite inspired a t 


The Collector’s Guide 


> aa 
— Ss ~. 
> + » es 
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ss 
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THE COLLECTOR'S GUIDE: SEGA GAME GEAR 


It may have been outsold by the Game 
Boy, but the Game Gear can in no way be 
considered a flop — it survived for seven 
years and over 11 million systems were 
sold. Matt Gander hopes to move your 
Game Gear knowledge up a gear 


» Manufacturer: Sege » Models: Sega/Majesco » Launched: 1990 lapani, 199! (US, Furopel ® Country of Origin: Japan 
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WHY IT’S COLLECTABLE 


Released in Japan in 1990 and discontinued 

in 1997, with the last game being the US-only 
Jurassic Park: The Lost World, the Game Gear 
certainly lived a long life. It wesn't all smooth 

sailing for the sys 
ers and publi 
Ory populer Gar 
Game Gear's ret 
In Europe 


‘h many Jananese 


lem, though 


Ig to Support the 
earring the 
qgered at best 
id for the 


and 1994 when the system \ 


prime, but 4s you can imagine, with only a relatvely 


small number of gares released for 


Wess COVER, 


er System or Mega Drive. M 
the era only devoted two or three pag 


a typical month 


w é couple ¢ 
ost. The dosest it ever got 
a pul-out section titted ‘G: 
Sega Master Farce 


od magazine 


e” in the st 


10 | RETAO GATIER COU 


Tha anaber tases, 
and nicer art of Japanese 
Game Gear gernes can 
bo deskalie 


NARA 


SSLSLLISLLISSI SIPS LIS LILILISL SSS SS” 


00 jod of keeping the Game Gear 


$ eye by releasing five exclusive Sor 
Inple Trouble 
“O 
v of high-quality Di 


ster System 


Sonic Labyrinth, Sonic Datt, 


Jails Adventure. There 
isney titles 

port fizzled out 
neared like Aistar 


ters arrived late to the Game Gear 
up with a bang, bringing Micro 
Flaphant 


Mi 


im, which pubis! 
If arly on in the Garne Gear's 
ered heavy support and supplied the sys 
its more mature tith lortal Kornbat, Aten 3, 


m wath 


RoboCap Versus The Tenninator 
Over in the US, 23 were released, end 
at Never made it to Curope 1 


lee not just taking about US 


Sports titles here, but r 
Maga \v 


her the big-name lke: 


lan, Shining Force, Star Trek Pinbal’ Dreams, 


NAANANAANRANAANRRARARRARAA 


SLSPLSLPSLSLISLL SSS SP LIS SLSS ISLS. 


vealth of Marvel 
\ three different 


one of ther made it to Europe 


Purely by coincidence, is also the number of 


gemes released in Jap J didn't just 
nave Own! exdusiv RPGs 
ike Magic Knight Ray > Puyo 


ga but also a range of different coloured systems 
The most desrable 


these is a white Game 


er than the 
ecerved just one: a fetching dlue 
ame Sundled not w 


> original black model, 


h Sane as you 
with The Lion King. 


the Game Geer's region-free nature 


expensive 
majority of tiles 
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«Unboxed garnes can be very 
chaag to aegiira today, emakieg 
tuikding a leary fairly eoonarnical, 


DID YOU KNOW? 
. 


lapan-only Kurs 


ature the bla thar. 

he Heaiget x 

ue shop shelves ty just 
nonth mx 
Mel 


wil only set you back a few pounds each if they're 
unbowed, If you're going to go for 2 full set of boxed 
titles, though, you'll need both time and money, as 
some of the later European releases are incredibly 
scarce, with copies appearing on eBay anly ance or 
twice 8 year. 

As is usually the case, Japanese box art s more 
alluring than the Western efforts, and garnes came in 
much smaler bowes. Later US releases were branded 
with garish purple borders, but this fortunately wasn't 
the case for Europe. Indeed, it would seem that 
Sega had no protocols for third-party packaging other 
than the fact that the box had to display the Sega 
Game Gear logo somewhere. This allowed for some 
incredbiy diverse packaging. 

The Game Boy may have savagely beaten the 
Game Gear when it came to sales figwes, but Seaa’s 
system did have a bootleg scene that was a whole 
lot more interesting. Although Game Bay bootleg 
cartridges did exist, they would only contain a handtul 
of Game Boy games and sometimes hacks of 


SLOP LL POL OLSSILLIS LIL OP OL LLL. 


3 
pA NARA 


2. et, a. ae ae 


Ls 


IIS LIS IS IIIS ID 


: 


f 


existing ones. Game Gear bootleg cartridges, on the 
other hand, would often include Master System and 
Japanese SG/Sega Mark Ill games, thanks to the fact 
that the Garne Gear had very sim@ar hardware. The 
bootleagers of the day must have had their fingers 

on the pulse, as they often chose to pirate Master 
System games that weren't avalable on the Garne 
Gear, such as Michael Jackson's Moonwalker Altered 
Beast, After Bumer and Alex Kidd in Miracle World, 
Cartridges featuring Korean games have also been 
found over the years, some of which contain a clone 
of Super Mano Bros known es Super Boy Il, Don't get 
too excited, though - the screen moves So erratically 
that it’s not much fun to play. 

There aren't many systems that get a second 
Chance, but in 2001 the Geme Gear managed to get 
just that, Majesco released a new mode! in the US 
alongside a dozen re-released games, including 
Pac-Man, Sonic The Medgetiog 2, Sonic Chaos, The 
Lion King and The Jungie Book The re-released 
games are very easy to find, often appearing on 


« Uvderstondlathy, boas gerress in 
ead condhion ara mere cellent ita, 
with scene boas Cithas, produced in 
brnited surbes s, being estremety rare. 


eBey still sealed in shrink wrap. In fact, many of these 
were Spotted in pound shops up and down UK high 
Streets just a few years ago. The newer model of the 
hardware is Somewhat tougher to find but is worth 
the effort to track down; although the overall build 
Quality is poorer than that of the original, the screen is 
brighter and less orone to blurring. Majesco systems 
are easy to spot due to having a darker casing and 
monochrome Gane Gear logo on the left of the 
screen instead of a coloured one. 

Never mind tracking down a Majesco system — 
fully working Game Gears of any description can 
de difficult to find. The majority of systems are now 
sufering fromm screen and sound problems due to 
the capacitors inside dying. Fortunately, spare 
Capacitors are cheap to buy and can be replaced 
relatively easily using a soldering iron. if your 
Soldering skits are lacking, then we can't think of 
better reason to master the art than to revive an 
old Garne Gear and play the many 8-bit hits it has 
to offer. 
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THE PERIPHERALS 


the deden Rael ane a vearranty 
card. bestrus 
printed on the rervaraas of thes boa 


MASTER GEAR 


By purchasing one of these, the Game Gear's 
library of games doubled in an instant - it allowed 
the Master System's back catalogue to be ruled a 


ee. Sadly 


Ut dlaying any of t 


played. If you already owned a ater S on the Game Geer, PF 
S pretty rr 8S it had o nad the ad e of playing C 
you alreach sprite: shaped Gare G cartridg ut problerns, 
that s Nuby had a cartridge slot that 


too much ¢ 


as many ¢ 5 rendition o 


r 


A fe 


jer made it to the Game G 


cial convertor was the 
it had a large pla 
d 
A G ame G 


similar to the $ 


S, Rampage, Asterix, Psyche 


could go on 


¢ convert 


a 
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Retay bos 


Dudley, ban Ws ight 
rough to baraly neraase the weaght 
ofthe handheld once: plugged in. 


aly. It 


t take muc 


clear 


istic sor 


vice firmly in pl 


¥ for the M ve — 


tte more thar 


..-AND THE REST 


Gali a ea fallf 


ton the top that, via anex 


be used to feed other inputs into the 
g its amanitor to play 
S anovelly, frothing 


amicallly long, with 


Q came with 
and to hold the Game Gear upright 


With no TY tuner avalable for ether the 
Garne Boy or Lynx, ake of Garne Gears 
were sold onthe back o 
nce. Until a fev 
were stl worth quik 


abt of money 


02. Master Link 
1 The sartualty unheard ¢ 
cabling allovsedthe use of. 


eof 
aster System 


pe 


and Mega Or we joypads. hc also be 


second person when playing 


layer Master Systery 
ar. The unnecessary xrew 
pad port sugge 


MEWS 


04. Cleaning Gear 


8 Mosture from your bre: 


apparently cause coerosion on cartridge 


contacts ower tine 


reveal extra deaning pa 
nd cleaning fluid worked ju 


mo the Gane Gea 


Game Genie 

odemasters Game Gerve cheat 
nila Action 
aller, making 


on 
Replay’ 


se, but the 


iLeaser lo carry while oul and about 
The Gaerne Gerve did have anandy 
ppar iment ta store the cheat c 


- Super Wide Gear 


signed to magnity the Game Gear's 
screen, the official Super Wide Geer could 
e Used INCOMUNctON with the TY 
tuner. When buying it's 2 good ides to 
check for scratches and marks. UnotSciat 
ut they don't 8t the Gare 


Gear. 


s official hold-all really did hold & 
dl -rine games thehanche 
batterypack and the Wide Geer. Ifyou 


sell, PSU, 


wanted to take your collection with you, 

this 6 wnat youneeded Good luck trying 
to fitthird-per ty peripherals, though — the 
compartments wer for the 


offcial products 
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TOP FIVE GAMES TO PLAY 


Pengo 


This block-pushing action game was 
@ launch tile mn all three temntories, and 
like the majority of earty Game Gear 
games, t's. an incredibly common find. 
Itrmay not look as pretty as the other 
games on the page, but when f cameto 
addictive qualities t's very hard to beet. 
The Western version had different music 
to the Japanese version, 
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Ad 


@ Thies the ber high for Game Geer 


Streets Of Rage 2 


The frst Streets Of Rage was missing 
@ Character from the Master System 
version, leaving just Axel and Blaze. 
That problem was resolved here with 
three characters to pick frorn instead of 
two, twas slightly easier than the Mega 
Drive version but no less enjoyable, with 
faithful renditons of the 16-bit version's 
much-loved musical score, 


ly port. Sega 


wouldn't be 
main cha 
stage of Fi 
turn 


Well, youcarnt cain that thes puzzler 
ddhit make the most of the Garne 
Gear's colour screen, creating agame 
that would struggle on the Gerne Boy. 
Anessemial part of any collection as fs 
a purzier that’s synoeymnous wkh the 
system just like Tetras is with the Game 
Boy. Ab now sequel called Super 
Columns was alsoreieased 


thet fron the box art —the 


cy, ara the fi 
depending on which o 
Sided extra replay value. 


sthoughyou 


It's ameaing how differently the 
Wonder Boy garnes played fram one 
another, they're almost connected by 
name atone, Ths is often referred to 
a5 Wonder Boy's career highlight, with 
large, open levels, a distinct visual style 
and the chance to change ntodfferent 
creatures with their own stills, 
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ressand live a 
pet thy 
te Derzy due to 


The Adventurer, Pars 


The final part of Mickey Mouse's 
Wusion senes and also a Gane Gear 
exclusive. As soon as you started it you 
wanted to play t through to the end. 

Not tobe confused with the US-crily 
Mickey's Utirnote Challenge, which was: 
adire expenence mastly made up of 
mini-games. 


TOP FIVE IMPORT GAMES 


444 Ronald McDonald 


444 Coca-Cola Kid 


B Not 


5 Sorue Chaas, but t also re: 
ofthe soundeffects The versi 
carne with the Japan 


y Gd tus use the sane engine 


only C 


Garne Gear carne on ared cartridge 


As wenll a the obvious benefft over 
the Game Boy version, which featured 
patterns instead of colours, the Game 
Gear version also had a link-lead option 
fortwo players. It vas known as Puzzie 
Bobble in Japan and released as part 
ofthe Kids Gear series ~ arange of 
simpler tiles for younger gamers that 
carne inlarger bowes to the standard, 


Mega Man 


1 Not aconversion of the NES onginal 
but aremie of Mega Mon 4 and Mega 
fdanS. Capcorn passed the porting 
baton over 19 US Gold for this one 

and although it's unfarty tough in 
places, itwes good enough tomake 
up foe the disaster that was Sirder 
Retums. Worth a pretty penny, even if 
it'sunberand, 


In The Magical World 

. urful and instantly 
mer developed ty 
ange Mat h never 
j¢ Japan — it's 
ence didnt hold workdwide appeal. 


ct Hise 


444 The Berlin Wall 


oe 


@ Anearly single-screen platformer with much 


in common with Bubble Batevle. F 


a Europeanrelease due to oultur: 


ibhy denied 


senstenty, 


although Sega could have easly changed the 


name 


® Known as Shining Force Gawien 2 in 
Japan, tus was the only Garne Gear 
Shaving Force to get a US release. A 
tum-based affair with ahighnumber of 
characters on screen &t once. Certain 
magic attacks were more powerful 
then inthe Japanese version to make it 
easier for Western gamers. 


thas nothing todo with Berlin at all 


Faceball 2000 


A first-person game on the Game 


4 Gunstar Heroes 


tern’s limitations vere cheat — pur hes 


444 Puzzle & Action: Tant-R 
§ Longbeiore Worolore there Towa, 
arnn-game collection starring characters 
that looked suspiciously like the Bonanza 
Brothers. The mni-qameslasted arounda 
minute each. Great for instant grabfication, 


wa 


Sylvan Tale 


BF Defenders Of Oasis was the Game 


Gear? Bebeve it. Surprisingly vaned, Gear's answer to Final Foniasythen 
wih some levels tadiong you with his wes its counterpart to Zevds, wath 
escaping from amaze and others avery stniar visual style 1o.A Link 
beng more fosused on combat. The To The Post and real-trne cambat 


man character — floating yeliow 


sumiley face ~ had arechargeable 


shield, beating the Master Chief to a by 


seeeral years. 
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We'd be lying if we said the language 
barrier wasn't an issue, but those 
fanvber with the genre shouldn't 
struggle too much. 
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TOP 5 RAREST EUROPEAN GAMES 


484 Monster Truck Wars 

8 Véhle the US version & gute cormmion the 
E Ban ve D-Cown ra 
annentby 


444 The Smurts Travel The World 
B The Mes rare thestits 
lector found 


wt System versaen 1s 
unknown unk 
acopy in the Caech Republi 
Geer version is 
valuable, but # 
who enjoyed t 


er from 


GAME GEARS 


444 Sega Game Pack 4-In-1 

@ The cartridge tse¥ isit rar itwas bundled 
iva ers yrete 
presumably flooded with second-hand copies 


1B Thisplatiormer was released in 
\yeer after the launch of the Saturn 
such most people had turned their backs 


with the rr 


MS. 


and consequently 
versions to seth, rn 


dint order any new bowed 
aking thes one hard to find, 


Spone invaders 6.4 Cheaper andmorecommnon 
alternative for those looking for samething simiar, 


on the Game Gear, Il was such a late release that 
the box art wasrenderedin CG! 


= 
- 
= 


Power Drive Super Star Wars: Tarzan: Lord Of The Jungle Sonic Blast Sonic 2-In-1 

BL. ke many of the games on ths Return Of The Jedi & The Gane Boy version measy to i Known as G Sone in Japan, Sonic 1B Another Son garne? Bizarrely, yes. 
page, rally racer Power Orne vas a BWihachote of twee characters find, but sightings of ths Game Gear Btosrhad some of the best viguals the This two-game collection didn't feature 
late release far the system, It's very andsame slick Laghtsaber anenations edition on thecollector’smarket Garne Gear hadtoafierthankstosome Sam The HeayehogandSonc7as 
nice ta look at and the Bomeanic when playing a5 Luke, this was a are often months apert. hwes one Donkey Kong County-style computer- youmay expect Dut rather Sonic? and 
perspective made it stand out fram surprengly polished romp, Although ofthe frst games from Eurocom, assstedrendenng Aswe aiknow, Sane Spinball Garnes were chosen 
the likes of Oui, Oiose HO.and theGameGearrecetredgamesbased = whichis still around today, andto though, good graphics dont meke a notvia amenu but by power cycling 
Super Monaco GP. which all used on A New Hope and Aeturn Of The Jedi, t = be honest t really didlock andplay goed game. The levels were woefully the handheld The two were far from 
very simiar scrolling techrnques to never sawa gerne basedon TheEmare bike samebedy’s first attempt at short and thet elusive Sorc vibe wes. the greatest of the ‘hog’s handhetd 
‘one another, Strikes Back, vihich is slightly odd, making a platiorrner. sorely missing advertures, making them odd choices. 
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THE JEWEL IN THE CROWN 


Both the Master System and Game Gear received Power Strike ll, 
but they were entirely different games. Both were excellent, 
though, showing off what the respective systems could do 


pores TRIKE " 


— 


& 


‘a 


t 
4 
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PRESS START 


©1992 S&GA/conmite 


What makes it so special? 

1B GG Aeste Gotan Gunner Alesle was Japan- 
only, but the sequel, GG Aleste At Lance Bird, west 
Granted 2 European release as Power Sinkew Itput 


the system through its paces with busy backdrops 
and an alluning special effect when using a smart 
bomb It's one of the hardest games to track down. 


Why is it so expensive? 

Bis easily he best exarnple of the gerve for he 
Gane Gear, and as evnry retro garner worth their 
salt knows, fi 0 shoot-em-ups are quite 
wiling topay vast surns to satisty ther tchy trigger 
fingers. The fact thet itwasnevernedleased in the US 
also makes & desirable to US collectors 


What makes it hard to find? 
By 1993 the system wes starting to appeal 

more to the younger demographic. As such, 
tetalersmore than lkely chose tp stock colourful 
platformers and licensed games instead It'shard to 
magine achidbuying Power Strike D aver any of the 
heavily promoted Sonic The Hedgehog garnes. 
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ollector 0s. 


founder of SMS Pawer,a 
Erving Sega's 8-bit.s 
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Wizard Pinball 
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gold cartridges 
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A powerful new I6-bit games console, continued 


ai 


a 


pressure from a portly plumber, and a company firing on all 


cylinders led to one of Sege's finest hours in June 195], Discover how 
a little blue hedgehag became the face of Sega 


» RELEASED: 197) 


» PLATFORM: MEGGDRIVE 
# GENRE: PLATFORM 


efore Sonic span onto 

the scene in a dazzling 

blur of cobalt blue, Sega’s 

previous attempts to 
create a company mascot had 
been unsuccessful, Their primary 
intent was to capture hearts in the 
same way that Mario had dane for 
Nintendo, but nothing seemed to fit. 
Fantasy Zone’s ovoid spaceship 
Opa-Opa is often referred to as the 
very first mascot, briefly holding 
On to the honour until a tracksuit- 
wearing, rock-smashing prince 
named Alex Kidd came along and 
took his paper crown, 

But when creating Alex, it’s 
debatable that Sega had hit upon 
the key ingredients that would 
give them a character to match 
the might of Mario. Younger and 
more athletic than Nintendo's tubby 
talisman, trained in a martial art 

able to drive an assortment of 
Alex exhibited many of 
tes that Sega 


would imbue inte Alex's spiny 
successor, For connecting with a 
young audience, Alex certainly had a 
lot going for him. Unfortunatety, he 
had @ tough time competing against 
Nintendo's all-conquering NES, 
which at one time could be found in 
1 in 4 American households. 

Two years after the 1989 release 
of the Genesis in North America, 
Sega found itself in a fairty strong 
position stateside. Its arcade 
machines Space Harrier, OutRun and 
Shinobi were proving popular coin- 
guzzlers, and its powerful new 16-bit 
successor to the Master System 
was also selling wall thanks to its 
impressive visuals and early library 
of arcade tie-ins. But conscious that 
Nintendo was preparing to release 
its 16-bit successor to the NES any 
day now, Sega knew it needed to 
find itself a Mario, and fast. 

So it wes that Sega of Japan 
famously set its best designers the 
task of coming up with a brand new 
hero to represent the company and 
its new console, During the initial 
ideas stage many designs were 
Pitehed and considered; rabbits, 


armaditlos, even human characters, 
but in the end it was a teal-coloured 
hedgehog that was finally selected, 
put forward by artist Naoto Oshima, 
who had previously worked as a 
designer on the first two Phantasy 
Star games. 

Originally dubbed Mr 
Needlemouse, Oshima’s creation 
went through a number of changes 
before becoming the appy blue 
hedgehog we know today. Early 
concepts for the character, which 
were dropped es a result of a 
makeover by Sege of America, « 
had him playing in 3 rock band, his 
mouth drawn with fangs, and in a 
relationship with a blonde human girl 
named Madonna. 

For obvious reasons Sonic's 
colour was altered to Sega blue, 
while Oshima has revealed that 
Sonic’s iconic red power sneakers 
were inspired by a combination of 
the belt-strapped boots that Michael 
Jackson wore on the cover of his 
alburn Bad and the colour of Santa 
Claus, whom Oshima regarded 
at the time as the most ‘famous 
character in the world.’ Blending 
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SONIC THE HEDGEHOG 2 
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SPACE HARRIER 


SYSTEM: ARCADE 
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all these visual elements together, 
Sega hoped that it had the perfect 
character that would appeal to an 


American market. All Oshima needed 


now was @ striking game to show 
his creation off, and it was here 
that Sega bosses turned to a 
talented programmer named 
Yuji Naka. 

Naks had become 7 
renowned in the company 
for his impressive 
programming skills thanks 
to his work on Phantasy 
Star. He had also proven his 
skill for tackling the platform genre, 
with an impressive Mega Drive 
conversion of Ghouls'n Ghosts, And 
80 Sege asked Naka and Hirokazu 
Yasuhara, Sonic's game plannerilevel 
designer, to help Oshima bring 
Sonic to life and become the driving 
force in a team of AMB developers. 
They were later famously renamed 
Sonic Team. 

When work on the project began, 
Naka was adamant the game should 
be fast and exhilarating to show off 
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a, 
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the impressive processing speed 
of the Mega Drive, An important 
cornerstone for the game, Yuji Naka 
explains how it was Super Mario 
Bros. that inspired him to create the 
fastest platformer the world had 
e ever seen. 
i "Every time | played the 
first stage | wondered why 
| couldn't clear it faster, 
the better | got playing 
it.” Naka explains. “This 
feeling must have been the 


beginning of the idea of Sonic, 


&3 you get good at playing you 
can run through the stage really 
fast. | think Sonic itself turned out 
to be a totally differant concept to 
Super Mario Bros. But | do feel it 
was 4 game that effected me very 
positively. There is e part in Sonic 7 
where Sonic swims in the water and 
eats bubbles to take his breath to go 
on. | was very happy when Super 


C7 aS X 
(Mga Drive) Naka fost tha 


ye 


Saper Mario Bros. and Sanvic bath 
inflersceed mach orlver 


Mario Bros, later used a similar 
system in one its sequels, because | 
felt we were inspiring each other.” 
Meanwhile, Yasahura’s approach 
to Sonic's level design was to create 
them in such a way that they would 
appeal to both casual and hardcore 
gamers. He set about achieving this 
by mixing fun level elements with 
challenging obstecles and moving 
parts. Of the seven zones in the 
game, Sonic's opening stage Grean 
Hill Zone became the most iconic. 
A vibrant place featuring blue skies, 
lush green grass, chequerboard 
tunnels and boop the loops; the 
perfect playground for Sonic to 
showcase all his abilities. tt was 
8 brilliantly attention-grabbing 
introduction for gamers, and for 
those who had never owned a 
console. So where did inspiration for 
this iconic stage come from? 


THE 
ANTHRO 
ALSO- RAN 


OTHER 
SONIC 1 


for the Master System. T 
version differed | um 
fram the original. it featured a new 
: three based an the 


Sonic's mowes with thy eption of his 
black-pushing anination, The game 
development was handled by Ancient, 
a Japanese developer managed by 
mposer Yuzo Kashiro. 
coshiro wrote the m 
combination 


and brand new compositions 
the B-bit £ 1 Hadgoha 
cgame, rather than a 


“Green Hill Zone was inspired by 
California,” Naka answers simply. 
“Also we were aiming to show the 
latest computer graphics at thet time, 
which were using polygon and ray 
tracing, through pixel art to make it 
look very new. With regards to the 
colours, | believe they were inspired 
by a picture drawn by Eizin Suzuki.” 

Eizin Suzuki's work frequently 
features stunning pop city 
illustrations that look every bit the 
kind of artwork we'd have expected 
to see up on the wails inside Sega 
&t that time. Often depicting bright 
realism with a vivid surreal edge, one 
piece in particular instantly catches 
our attention. It shows a classic red 
open-top sports car parked beside 
@ welcoming beach-side restaurant. 
With its deep blue skies and 
engagingly expressive colours, the 
connection is clear. 


From a technical 


perspective, Naka 


says that the biggest 

challenge in getting 

the Mega Drive 

to accommodate 
Sonic came from the 
processing speed of 
its hardware. And with 


- te 3 . 


{Megs Deve! The iwoetive bors roves sichty ft, # | 
became » pepeler staple of tre leenctive. 


Sonie pushing the 

Mega Drive in 

@ way that no 

game had done 

before, there 

were several 

features that 

Naka and his 

team wanted 

to incorporate 

into the game, 

but with space and 

time constraints were 

unable to. Interestingly, 

one of these omitted features would 

later provide the starting point for the 

sequel, while another inadvertently 

give rise to a popular Sega motif, 
“There were two features that we 

were not able to put into Sonic 7,” 

Naka explains. “The first one was 

to support two players playing at 

the same time. At the last point of 

developing Sonic we were doing 

tests with splitscreen in order to 

allow two players to play st the same 
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time. But my 
“technical 
capability 
wasn't enough 
to allow the game to 
be completed with this 
feature. When we began 
work on Sonic 2. we tested this 
first to ensure that a two-player 
game system was achieved before 
properly starting the project. 

“We also tried to prepare a 
sound select screen, with pictures 
of Sonic's band, and Sonic singing 

and break-dancing. The pictures 
were mostly completed but we 
couldn't make this feature fully 
completed on schedule, so it was 
rejected. But the storage on the 
ROM to put this feature in was 
available because of this, so 
we added the “Sega” voice 
on the part where we 
showed the Sega logo. 
In the end, | think this 
was a 
good idea.” 

From the initial 
concept for Sonic 
that saw him playing 

in a rock band to 

the revelation of a 
sound select screen 
that had to be dropped, 

it’s clear that Naka and his team 
always intended for music to play 
an important part of the game. 

We were therefore keen to find 

out how much planning went into 
that particular aspect, and how the 
team ensured it would enhance the 
overall experience for players as 
successfully as it did, 

“It was just around the time when 
music in games was first getting 
exciting, so we asked Masato 
Nakamura, a member of Dreams 
Come True [a famous pop band in 
Japan] to make the music for each 
stage sound like it was based on 
each stage’s image. Sonic also put 
& lot of pressure on us not only in 
regards to the music but the sound 


LABYRINTH 


The magn of Labyrinth Zone can be a real 


headache to navigate. in addition to having 


to make your way from same trickily 
designed stages, many of the levels are 


mostly underwater, Sanic can onty hod his 


breath for a limited time, 40 you need to 
find an air bubble or drown, 


FX and jingles, We fixed these quite 
a lot to allow them to make players 


feel good while they play the game.” 


Initially Sega of America had 
doubts about Sonic’s American 
appeal, concerned that Americans 
wouldn't know what a hedgehog 
was. However, following a few 
tweaks by SOA to soften up the 
character for Western gamers, a 
change that at first didn't go 
down too well with the 
members of 
Sonic Team, 
Sonic the 
Hedgehog wes 
finally finished 
and released in 1991, 

Looking more 
coin-op than console 
game, Sonic the Hedgehog 
helped to bridge the gap between 
those two markets more 


» GREEN HILL 


This gorgeous 
zone is relatively 
easy la navigate 
thanks to its 

large stretches 

, that feature very 
few enemies or 

_ hazards. Loops 

are in abundance, 
and Sonic is able 

to reach insane 
speeds, This is 
arguably ane of 

the most iconic 

) videogame levels of 
oh tine. 


STAR LIGHT 

Speed freaks will adowe Star Light, as Sorec 
can really zoom through it. Many of the levels 
are filed with loops and enable Sonic to reach 
hyper-tast speeds It has areal rollercoaster 
feel to #, but care must be taken as while 
there are onty a few enemies they are often 
inpervious to Sonic's attacks, 


successfully than any Mege Drive 
title previously released, and became 
an instant classic as a result. And 
when Nintendo finally released the 
Super NES in North America later 
that year, it led to one of the biggest 
and most memorable console wars 
in gaming history. 

Following a rather aggressive 
marketing campaign by SOA, 
Sonic quickly become 


synonymous with Sega. And when 


Sega of Japan gave in to 
its initial reluctance to 
offer the game as a pack 
in with Genesis 
— consoles, Sonic went 
on to play an even 
bigger role in 
helping Sega take 
majority share of the 
North American games market 
away from Nintendo. 


SPRING YARD 

We like Spring Yard Zone, and nat just 
becaise il appesrs like a giant pinball tate. 
& can be a litle frustrating to negotiate 
due ta the many burnpers and springs it 
features, but careful movement is the key 
to success. It also features plenty al cock 
secrets to discower, 


- nl BE ye YW. 
goo perenne PES PY SS WE ES 
MARBLE 
As its name suggest, Marble Zone is made of 
Marble. It's also a very hazardous zone, thanks 
to a large nurnber of nasty spikes, falling chunks 
at ground, and tricdting lava that Sonic needs to 
navigate. There's a lot of block pushing on ths 
level, and therofare tess whizzing. 


SCRAP BRAIN 

This is. a truly frustrating level with all sorts of devious and 
downright nasty traps for Sonic to deal with Conveyer betis, 
vanishing platforms ard intermittent gas ruptures (which 
send up gauts of flame} all combine ta make this a hellish 


o),- 


oat 


pee 


FINAL 


This isn’t really a zone. 
B's where Sanic must 
face off against Or 
Rabetnik far the fral 
time. i's little more 
then a short carridor 
which ends ina large 
room filled with 
dangerous energy 
balls and plungers 
thet try to crush poor 
Sonic Kil Dr Robotnik 
for the win, 


Sonic's contribution to Sega’s 
success certainly cannot be 
underplayed, But looking back on 
this most important of Sega success 
stories, which aspect of Sonic the 
Hedgehog is Naka most proud of? 

“| think the fact the game is 
designed to be very fast but can also 
be controlled, and allow you to ap 
through the game nicely, is the part 
which | am most proud of. Thanks 
to Sonic Team members for putting 
great effort into this part. | am also 
proud of Sonic being played by so 
many people around the world. 
Thank you 30 much.” 


RETRO GAME! 


Once upon a time, he 
was a poster child for 
the NES and climbed 
to the lofty status of 
mascot. Now, Mega 
Man is a footnote, only 
loved by a hardcore fan 
base. We return 

to the original 
adventures and relive 
some happy memories 
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> THE BACKGROUND 


The Mega Man series is an interesting one. 
it has spawr 100 games and spin-offs 
ers elevated to mas 
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to the boss battles, which still holds true in later 
games. Limited by the Famicom’s colour palette, and 
inspired by numerous mangas, Rockman had a cute, 
cartoony look and structure that led mary to think that 
the character was Capcory’s answer to Nintendo's 
Mario, who had already cemented his success on the 
Famicom thanks to Super Mario Bros. 

This wes far from the case, as beneath Rockman’s 
sugery sweet exterior wes 2 difficulty that many 
gamers struggled with, The series would go on to 
gain 4 reputation for Deing extremely unforgiving, 4 
trait that remains with it to thes day. And yet this 
difficulty didn’t seem to matter to gamers, with 
Capcom releasing no fewer then six games for 
Nintendo's console over a six-year period, 


> THE GAMES 
Mega Man (1987) 


The onginal Mega Man marked a 
huge departure for Capcom, as it was 
the first time that it had fooused on a 
home console release. It had previously 
worked exclusively on arcade titles and 
parts of its games, which may explain 
why Mega Man's difficulty is so high. 
It's tke Capcorn forgot that it wasn't making a coin-op 
game and wanted you to shove in as many credits as 
you could, or that cresting arcade games wes so deeply 
ingrained that it never considered anything else. 

Infarmous for its high difficulty and abominable 
Western bax art, Mega Man is actually an exceptionaly 
wel-designed game when you sit down and dissect 
it, which is something it often isn't given credit for. 
Mega Men allows you to tackle its first six stages in 
any order you like, a novel approach at the time and 
something that stayed with the series throughout all its 
NES sequels, and it's a credit to Inafune and the rest of 
his man team that they were able to create a came 
with such an open-ended aporoach 

Mega Man is also famous for its inventive boss 
fights, which require both 4 good eye and great co- 
ordination to beat, but reward you with the boss's 
weapon when you finaly defeated him. Unlike Mega 
Man's arm cannon, these more powerful weapons 
were limited in uses, with Mege Man needing to top 
them up on a regular basis. Once all six bosses had 
been tackled, Maga Man's final stage = a mash-up 
of four previous levels = and the six bosses had to be 
battled aaain, é staple that has featured in later Maga 
Man titles as well as other Capcom franchises 

Despite acdaim upon its release, Mega Man wesn't 
@ particularly high seller, which, in today's market, 
would have been the death of the franchise. Capcorn 
Saw its potental, however, and gave Inafune and his 
team another crack 


Mega Man 2 (1988) 

ery That came in the form of Mega Man's 
excellent sequel, but it also came with 
@ provisa from Capcom, While Inafune 
and his team were alowed to work on & 
sequel, they had to do it in tandem with 
other projects, meaning Mega Man 2 
had something of a stilted development, 
with the team often working in ther own time. Even 
so, Mega Man 2 was a resoundingly good game, 
effortiessly bulding on the DNA of the original game, 


EXPERT OPINION 


Retro Gamer reader lan Barlow is a huge Mega Man 
fan, who has been collecting memorabilia for years. 
Here's his insight into Capcom's long-running franchise 


RG: Why do you think Mega 
Man struck such a chord with 
gamers on its release? 

lan Barlow: The non-linearity 
was 2 real eye-opener for me 
— being able to choose what 
order to tackle the levels was 
extremely unusual for 4 game 
at the time. Stuck on one 
level or boss? Simply tackle 

a different level instead and 
come back to it later. 

Add to that how Mega 
Man's ability to gain his foe’s 
weapons after defeating them 
not only enabled you to access 
secret areas and alternate 
routes in levels but also helped 
make some of the game's 
more notorious bess fights 
easier to handle. 


RG: Why are speed runs so 
popular for this series? 

IB: For me, it's mainly down to 
working out the quickest order 
to tackle the bosses, working 
Out how to shave a few extra 
seconds off your trne by 
properly utilising the different 
weapons at your disposal 


RG: What important changes 
did the Mega Man X series 
bring to the franchise? 

1B: The introduction of Zero as 
a second playable character 

in Mega Man X3 was a big 
change for the series, as up unt! 
this point you only ever played 
as Mega Man. Capcom then 


SIGNATURE SERIES: MEGA MAN 


expanded on this concept by 
giving Zero his own story and 
unique play style in X4 onwards, 
and eventually also introduced 
Aad in X7 and X8 

Then there ere the various 
upgrades you could collect 
during each game. While there 
were the odd secret items here 
and there in the classic series, 
the X series made a bigger deal 
of item, weapon and armour 
upgrades for X. Each game 
included hidden upgrades that 
would improve X’s various 
abilities, including a better 
cherged shot, air-dashing, end 
even the ability to learn Flyu and 
Ken's Fireball and Dragon Punch 
moves from Street Fighter! 


RG: Mega Man has a 
hardcore following. What is 
the community planning for 
his 25th anniversary? 

1B: No doubt the community 
will be doing marathons and 
speed runs of the senes 

to concide with his 25th 
anniversary, As well as that, 
we can look forward to some 
nice soundtracks and remixes 
from the various games in the 
seties 0 commemorate the 
occasion. Hopefully Capcom 
themselves wil also be planning 
something nice to celebrate 
the anniversary! 


RG: How many total games 
are there in the franchise? 
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1B: It’s hard to say for certain! 
There are around 128 titles 
in the Mega Man series so 
far, but this isn’t taking into 
account the many weird and 
wonderful titles released in 
Asia, such as the PC games 
Rockman Strategy, Rockman 
X Math Tornado, etc, or 
some of the excellent doujin 
games such as Rockmen A 
and RosenkreuzStlette 


RG: We hear you're something 
of a collector. Is this true? 

IB: You could say that! I've 
been senously collecting the 
sees for several years now, 

85 it has always remained my 
favourite game senes ever. 

So far I've managed to collect 
aver 350 different games, 
induding regional and cover 
variants, from the series, but 
lam always discovering new 
variants on my travels, so | don’t 
think I'll ever manage to actually 
‘complete’ my collection! 


RG: Why do you think the 
Mega Man series remains so 
loved by fans? 

IB: It’s a sees that has eged 
feally well and remains just as 
challenging and playable, even 
today. Pls with the recent 
releases of Mega Man 3and 
10, many people have been 
fevisiting the previous entnes 
in the Series to see where it 
all began. 


with Mage Ment 2: fv tre its roeeron, hurerng 
been fovea to put cat before Ine felt t wes Fvdund 


AETAO GAMER COLLECFION = =165 


for the PSP. Released 
ts New Style | 


planned for 


criginal NES game 


even if the core structure was largely the sarne. For 
many, it remains the best early Mega Man garne, and 
it's not hard to see why 

The structure of Mega Man ? largely follows Mege 
Man, but on 8 grander scale. There are now eight 
bosses to defeat, and the levels thernselves are more 
dosely linked to the bosses that reside there. Mega 
Man stil gains weapons from defeated basses, but 
he now has access to new items, such as handy 
floating platforms that alow him to reach otherwise 
inaccessible areas on previously completed stages, 
and the Energy Tark, which lets him refill his precious 
energy bar at any time. 

For many gemers, though, the password system 
wes Oy fer the biggest improvement to the series, as it 
finaly allowed more gamers to make decent nead 
Codes appeared whenever a boss was defeated, 
allowing far completion in bite-sized chunks. The 
gameplay wes also a Iittle easier in general, and whie 
Mega Man still couldn't crouch, many of the enemy 
patterns were far easier to predict, meaning there 
were fewer frustrating deaths than in the original 

Perhaps most importantly, though, Mega Man 2 
wes a massive success for Capcom, selling aver 1.5 
milion copies wordvade. Small fry when compared 
to Super Mario Bros’ 40 milton tally, but a huge deal 
for Capcom, and rightful vindication for a triumphant 
Inafune, who immediately set to work on a Sequel that 
would appear less than a year later. 


Mega, Man 3 (1990) 


Mega Man's third outing arrived 

nine months after Maga Man 2 and 
continued to duild upon the core 
gameolay mechanics that had served 
the series so well, By far the biggest 
addition to the series wes Mega Man's 
new abiity to side h, which both 
allowed access to new areas and also made avadng 
some weapons easier. Equally important was the 
addition of Rush, a new robotic canine companion for 
our hero, who had a number of useful eblities that 
fanged from the handy Rush Coil, which let Mega 
Man jump higher, to the Rush Manne that allowed 


him to travel underwater. These new enhancements 
contimued to ensure that Mega Man's third adventure 
remained fresh and exciting, even if the difficulty was 
as high es ever. 

Mega Mar: 3 also introduced Protoman, a mini-boss 
who would continually turn up and battle Mega Man 
throughout his lengthy quest. Notable for his red garb 
and flowing scarf, Protornan became the first new 
Cheracter that Inefune himself desianed from scratch 
and ne would regularly show up in later games in the 
sefies, eventually going on to appear 8S an unlockable 
character in Mega Man Powered Up for the PSP. 
Mega Man's sister, Roll, iso appears. Wile she pops 
up in the first game, it’s night at the end. This is where 
she gets named 

Another interesting aspect of Mega Man 3 is that 
Capcom finaly realised that it mught be a good idea to 
ensure that the hero on the cover ectually looked like 
the one in the game. As a result, the box art was 4 
huge improvement over previous work, capturing the 
anwne took that Inafune had always intended, 


Mega Man 4 (1991) 

Mega Man's fourth game marked 2 
transition for many fans, who felt that 
hes quests were becorming 4 itte too 
predictable. While there's a certain 
truth to this, it’s nonetheless a well- 
crafted game, which continued to 
introduce subtle improvements to the 
series. The most notable of these is Mega Man's 
dbiity to charge his Mega Buster, the arm cannon 
that he’s used throughout his adventures. It adds 
greatly to the game, making many sections easier, 
but this caused some to at the series was 
starting to become unbalanced. Protoman and Rush 
@so returned, and Rush once again featured al his 
original skills. Interestingly, Inafune decided not to 
include the dnl attack that had deen first planned 
for Rush during his original creation in Mega Man 3. 
There were additional support items in the form of 
wire and balloon adaptors, but unlike other items, 
which were awarded after completing certain stages 
they were instead hidden 


THE FURTHER ADVENTURES OF MEGA MAN 


MEGA MAN HAD six adventures on the 
NES, but thet wesn't to be the end of the 
‘classic’ Mega Man series, as it's now 
known. Mega Man 7 appeared on the Super 
Nintendo and, while graphically supericr, 
featured similar Gameplay mechanics to the 


earlier NES germmes. Rush could now use 
Rush Search, which allowed him to dig up 
objects, and only four enemy bosses were 
initially selectable. There was also a new shop 
— first featured in the Game Boy games — that 
could be used to Duy items and power-ups. 
Mega Man 7 was the only 16-bit outing for 
the core classic series, as Mega Man 8 made 
its debut on PlayStation and Saturn in 1996 

It largely followed the template of Mega 

Man 7, but Megs Man could now combine RS 
weapons, which added to Mega Man 8's iA 

overall strategy. The core series would 

then lie dormant for a further 12 years, unt! 
Capeorn released Mega Man 9in 2008 and 
Mega Man 10 in 2010. Both titles were digital 
felezses and eschewed modern day visuals in 
favour of the original look of the NES games. 
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SERIES HIGHLIGHTS 


@ MEGA MAN 2’S opening remains 
icone. You're given 4 brief intro before 
the screen pans skyward, finally resting 


on Mega Man, who stands heroically, 
his hair blowing in the breeze. 


@ START YOUR FIRST game of Mega 
and you're greeted by thes screen 
As soon as you start cycling through 
the six bosses, you're bowed over by 
the sheer emount of choice available 


@ THE FIRST THING that strikes you 
adout Hot Dog is his sheer 
an apt name as well, as it’s not long 
before he belches out 4 searing sheet 
of flarne at you. Ouch 


SIGNATURE SERIES: MEGA MAN 


we 


Oo 


@ CERTAIN STAGES FEATURE light- 
carrying enemies. Shoot them and 
you'll plunge the screen into darkness, 
where it will stay until you find another 
light source. A wery neat touch 


p, It's 


@ MEGA MAN'S FUSION wath Rush 
in MM6@is a rice touch. Simply select 
the power-up and Rush enpees, 
transforms, and then bolts himself on 
To his beloved master. Awesome 


Mega Man 4 also marked the artistic debut of 
designer Hayato Kaji, who came up with the idee 
of Mega Man’s chargeable Mega Buster and would 
go on to oversee marty later Mega Man games, It 
marked the first time in the series that the bosses 
weren't actually created by the designers themselves 
Instead, 2 competition went cut to the caming pubic, 
which resulted in over 70,000 submissions, The 
winners not only had ther creations brought to life, but 
were given exclusive golden cartridges. Needless to 
Say, those eight carts are now worth insane amounts 
of money to collectors. 


Mega. Man 5 (1992) 
By Mega Mars fifth instalment, it was 
beginning to become obvious that the 
franchise wes running out of ideas. 
Inafune wasn't as involved in Mega 
Man 6 a5 he was in past games, end it 
shows in its general lack of creativity. 
A new proyect lead was called in, and 
while Hayeto Kaji also helped out, he’s gone on record 
to say th n't the easiest title to work on 

This Ss pertly because Mega Man 5 doesn't really 
feature any of the creativity found in earlier games 
A new animal friend arrived in the form of Beat, a 
bird who would attack on-screen enemies, provided 
you found the circuit boards that were scattered 
throughout the eight worlds, while the Mega Buster 
nad aso been greatly powered up. Even the addition 


@ THERE ARE A huge number of 
bosses in the series, but the Yellow 
Dewi is one of the most memorable. 
He's absolutely huge and has some 
fiendishly tricky ettack patterns. 


and proves to be en 
ally. He's as faithful a: 


of new Mega Tanks, which fully recharged Mege 
Man's health, and stages with reversed gravity or 
vehicles couldn't hide the fact that the series was 
begnning to run out of Stearn 


Vega Man 6 (1993) 
Considering that Mega Man 6 was 
being worked on simultaneously with 
the first spin-off game, Mega Man X, it 


-_ didn't turn out teo badly at all. Inafune 


was once again heavily involved and 

was determined that Mega Man's 

final NES outing would see him going 
cut with 4 dang. Mega Man could now fuse together 
with Rush via a pair of Rush Adaptors, and doing so 
granted him the ability to either punch through large 
blocks or fly and hover for a limited amount of time. 
Gemepley was kept balanced by ensuring that Mega 
Man ‘t too powerful in these new forms. For 
example, you can't use the charged shot in jet form, 
and it's impossible to use Mega Man’s slide attack in 
either form. Bosses continued to be designed by fans, 
with submissions totalling over 200,0 
of A a Man's enduring popularity — but Inafune was 
begnning to find the project challenging with many 
designs having to be constantly altered to keep his 
superiors happy. There was dso the issue of Knight 
Man and Wind Man being created very late in the 
game's development, due to there being a separete 


competition for American gamers, which put additional 


@ RUSH IS INTRODUCED ina 
touching scene during Mega Man 3 
‘tremely useful 
ery normal 
dog, dut doesn't need feeding 


— further proof 


@ AFTER FIGHTING WITH just a 
weedy arm cannon in three adventures, 
the Mega Buster is a massive 
improvement. Unfortunately, it led to an 
over-reliance on it in later games. 


Strain on Inafune and his tear. All the hard work wasn't 
n vain, though, as Megs Man 6 is 2 worthy ending to 
one of the NES's longest-running franchises, thanks 

to challengng level design, more weapons and some 
excellent power-ups. Mega Man 6 may have been 
Mege Man's last NES adventure, but it certainly wasn't 
the end of the franchise, That, however, is a story we'll 
save for another time. 


Spacial thanks to lan Barlow for his help vath this article. 
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HOLY MOLY: 
THE STORY OF 


as 
_ ee MOLE 


CRAIG GRANNELL CHARTS THE 
PROGRESS OF EVERYONE’S 
FAVOURITE VIDEOGAME 

MOLE: FROM COAL THIEF TO 
SUPERHERO: WITH THE HELP OF 
CO-CREATORS PETE HARRAP AND 
TONY CROWTHER: EX-COMMODORE 
CODER JASON PERKINS: AND SID 
CHIP VIRTUOSO ROB HUBBARD 
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EXPECT TO PAY: £1+ per game 


RIEGHLIGHTS 


THING ON A SPRING 
1985] C44, Amstrad 


JACK THE NIPPER (pictured) 
1984 | Spectrum, C44, Armetrad, MSX 


LOTUS ESPRIT TURBO CHALLENGE 
1990 | Amiga. Atari ST, Spectrum, 
C64, Amstrad 
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HOLY MOLY: THE STORY OF M 


an Stewart, managing 

director at Gremlin 

Graphics, was once into 

double letters for initials, 
remembers Tony Crowther: "There 
had been Potty Pigeon in 1984, and 
then he came up with the name 
Monty Mole and asked me to write 
@ game using the character.” At the 
time, Tony was fixated on creating 
scrolling games on the C64, such as 
Son Of Blagger, and he thought he 
could do something better with the 
knowledge he'd since gained. 

Through experimentation, Tony got 

a larger and faster scrolling platform 
game working: “Getting the tech right 
wes a big challenge, but | had a crude 
sprite running around the map, end 
imegrated a randomly generated maze, 
which at the time | was fascinated 
with.” Once the Monty Mole name 
wes decided, the game was moulded 
to suit. Tony recalls that wath the game 
being designed on a big map, anything 
that didr’t fit was dispensed with, and 
he aimed to include as much variety 
as he could. "| did have issues with the 
meximum number of sprites, with only 
eight allowed on the same ine,” he 
adds. “So the design worked around 
the number of available sprites, and 
also motion: | wanted to make as many 
moving perts as possible, with conveyer 
belts and crushers.” 


In a curious case of parallel 
development, Tony's game wasn't the 
only one in the works, Pete Harrap was 
given the same loose brief, but his target 
platform was the ZX Spectrum. With 
the Speccy lacking the harcware tricks 
necessary for full-screen scrolling, Pete 
unsurprisingly came up with something 
very different, inspired by Manic Minec 
“That was the type of game | enjoyed 
back then — a mix of humour, simplicity 
and ‘now do | get up there before | run 
out of time?’ puzdes,” he says. 


DOWN THE PIT 

In Pete's hands, Monty’s Spectrum debut 
also took on a political bent. Pete placed 
Monty in 2 coal mine, making a daring 
raid to grab enough fuel to see himself 
through a long, cold winter. This was 
played out against a backdrop of 
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real-world industrial action in the UK, » ICV Aad Afcuty Gn the Re on ta CHS Is actly n Bepncenrel lsiphel ig Gan Sl downs ommeetin aed = 
arising goot get cmon by 2 yet! s 
wath coal miners striking, urged on by 2 MONTY Is 
National Union of Mineworkers leader 3 
Arthur Scargill, who makes a brief ; * INNOCENT 
appearance in the game, in caricature s 
form, These elements rewarded Pete's ; @ =| _THESECOND GAME in the Monty 
game with a television appearance s ‘Mote series might have the furry felon 
4 5 adoring the caver art and title screen, 
and led to promises by Gremlin to A. | but he was barely in the gare itsetf. 
make a donation to 8 miners’ charity. | ‘nsinad, the hero of the hour was Sam 
“The miners’ strike angle wes _ = Stoat, determined to free hes chum 
because my dad was a coalface we 5 from the bowels of Scudmore Prison. 
worker, annoyed that he never got RAR DRH * Designed by Chris Kerry, the title 
8 vote on the strike,” explains Pete. * sr galsontnsistnpedept taro 
“Miners used to be very democratic, = 35 a cornglaxieometric 3D mesa. bi 
and it wasn't fair for my dad to be VICIOUS STREAK his coal bucket, before making & break theary, the sim is to grab a key from 
made to strike to satisly the ambitions Ahhough Tony and Pete mostly worked for the mine, pursued by an angry miner s the governor's office, to open ane of 
of Scargill, no matter how night he was in isolation ~ Tony recalls that his game and dadging massive acorns dropped s the cell doors in another part af the 
about mine closures, He treated the was pratty much done by the time the by a crazed squirrel. A variant was Bs complex; do this several times and 
miners as though they were stupid Spectrum version was started, but Pete added to the C64 version, but Pete took you'll finally locate Monty. In reality, 
and couldn't deckle for themselves.” says the first he knew about the C64 the added step of making all the coal = Trech of the soprishnespedspon dR 
This being the Bghties, Pete chdn't version was when his game was almost in the Spectrum game invisible if you P| lightest touch, and getting hugely 
create a typical mine for Monty to finished — there was still ime before chin’ fest collect the bucket. “I guess s frustrated with the insane dificutty of 
explore. Although it included a trp shipping to swap a few ideas. I'm a bit cruel” he laughs. "But | felt it s springing Monty. 
on a mine cart, dangerous falling According to Pete, 8 couple of was obvious. How can you collect cod gy Reviews were mixed and Pete 
debris and, of course, coal, it wes also changes were demanded by lan, who without e bucket?” notes that he had no inwolvernent in its 
populated by all manner of surreal and considered the Spectrum version to With Warned: Monty Mole complete, a strpol a depdymetaerey 
dangerous foes, including demons be “lacking a lite comph", Pete duly Pete was satisfied, and while he'dhave = @ atways a platiormer.” Gamners agreed: 
and leaping sharks. “The visuals were pilfered Tony's coal-crushers and added liked more screens and sprites - he 2 poor sales were largely what led ta 
fun, based on items that could be them to his game, then made them explains thet he never found a suitable = Pete being asked to work on a proper 
used in a mine, scare you, or make more vicious: "| wes the one who made spot for a digital version of hishead-no sequat to his onginal hit, the series 
you laugh,” he says. “My favourite their movement in the Spectrum version grand plans were cut. “ln hindsight, a highpoint that was Monty Gn The Run. 
was the dripping cand, although you random... quitty!” I'd give you a bit of warming on the s 
wouldn't get a naked flame in a real Since Pete had decided on the crushers and clues about what might | ~ me . 
mine!” ft was also decided that the game's hero stealing coal, that kill you — | was too cruel sometimes,” | * n ~ 
Spectrum version should be a flick- component was added to Tony's game he muses. “But | remember standing in . 7 
screen adventure rather than aping Additionally, lan fet both games needed WHSmith, looking at my hard work on * a a 
Manic Miner’s single-screen approach, some kind of opening screen, and so 3 self, when 2 nine-year-old walked up ft 
to “allow the player more choice on Pete devised a scene where Monty and said, 1 want that one, which was a a ie 
where to go next”. Having started sneaks up to a miner's house and grabs a proud moment” And on the varying s GATIS rei re 
with what later became the game's versions thet ended up being produced? _@ 
second screen, a mine entrance, “Tony's game wes excellent, making s paren drei ae 
Pete worked up maps and figured full use of the C64's hardwere, and, if B 
out how they linked together, which I'm honest, i worked better than mine = 


determined the types of platforms that 
were required. The game was very 
rapidly put together, taking about three 
months in ail. 


would have if directly ported, But mine 
was best. fm biased!" 


GOING IT ALONE 

With a second game starring Monty 
having failed to trouble the charts (see 
‘Monty Is Innocent’), Pete wes asked to 
design a sequel more in keeping with 
his original. “Since he'd escaped prison, 
Monty was on the run,” he says of the 
basic concept and name of the follow-up, 
Monty On The Run But while Pete wes 
keen to retain the style of Wanted, he 
wes edemant that it shouldnt just be 
the same game with more screens. “Td 
been disappowted with Jet Set Willy 
on that score,” he says. “It lost a lot of 
detail when compared to Manic Miner, 
presumably to make the extra screens 
fit. | thought Manic Miner was the better 
gare ~ more creative and fun." 

With a mantra that adding screens 
at the cost of creativity wes the wrong 
direction, Pete let his imagination drive 
Monty On The Rur's development 


jetpack; the other had him driving a 

CS. “The somersault was because | 
tked Impossible Mission on the C64 
enxd wondered how it would look if! 
borrowed that for Morty’ admats Pete, 
But other new map-onented features 
‘were to force gamers to explore: “The 
‘porters are there because I'm a Trekkie, 
but | also wanted to create short cuts 
eround the map, and areas you could 
Only get into one way and then have to 
escape from. As for the broken lift, the 
first one wes to discourage you from. 
taking a perfectly good short cut later 
on. Did | mention | wes cruel?” 

Pete remembers when lan bought a 
C5, explaining its presence: “I thought: 
‘Nice, a washing machine with wheels 
—|can use thet!’ | wanted to make it do 
wheelies, but couldn’ fit the animations 
in, so | was stuck with it jumping” The 
jetpack, meanwitie, was a tribute to 
Uttimate, “Plus | thought strapping a 
jetpack to a mole would give you a fun 
new control method to get used to right 
in the middle of the game.” 


iT: 


wrong Zam. "I loved throwing spanners 
back then,” chuckles Pete, noting thet kit 
items were specifically chosen to appear 
useful. But the game was nonetheless 
far more playable and balanced than 
Wanted “t's my favourite, because | feel 
| got almost everything right,” affinns 
Pete. “tt played exactly how | wanted, 
with just the right amount of humour.” 


CONVERSION CAPERS 
This time, instead of a wildly different 
C64 version, it largely matched the 
Spectrum's, which Pete recalls was 
down to fan demands and sales figures: 
“The C64 game didn't do as well as the 
Spectrum release, so lan decided to 
make the games more similar.” 


The map, while still broaxly linear, Monty On The Also, Tony had left Gremlin, leaving 
Offered more scope for exploration. Aun sometimes bl = Pete entirely in control of the game's 
New features were added, including frustrated—there @ direction, which was defined by the 
teleporters, a samersaulting Monty, and were abrupt = Spectrum's capabilities. Even 90, the 
lifts — one of which sbruptly crashes, deaths and 2 pre- games didn’t turn out identical, 
crushing the hero, Additionally, although geme ‘Freedom = due to the C64’s masterful Rob 
most of the game remained a traditional Kat’ that made Hubbard soundtrack (see ‘Number- 


platfonmer, two sections were very 
different: one found Monty piloting a 


ereas impassable 
if you'd selected the 


MOLEY CHRISTMAS 


THE LAST CLASSIC Manty Mole garme 


give value (o the Monty Mole concept. 
The limited arnount of time we had to 


one score’) and some graphical 
additions, which Pete says were 
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appeared as a Christmas gift for readers geass 2 


of Your Sinciuir. teeue 25's coverrnount 
was the exclusive Maley Christmas, 
boasting six single-screen locations 
into which the essence of Monty On 
The Rur had been distilled. The game 
had an ever-decreasing energy meter, 
a demanded [ast reactions and quick 
‘thinking to sotve puzzles and progress 
through the Gremlin Graphics HO, 
mastening and duplication plants, the 
M1), and the offices of Your Sinclair The 
fal location finds Monty delivering the 
mag lo a newsagent while braving traffic 
on a busy road = a cue riff on Frogger. 
“We did the game as a favour to fan 
and kept it quile simple, because "twas 
fo be given away an amag’ recalls 
Pete, “But we certainly still wanted to 


develop the game was what led to mare 
having to be done per screen, Gut that 
aso meant we got more time to spend 
tweaking each Location, even though the 
total development time was much less 
‘than for previous Monty Mole titles.” 
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“absolutely what I'd have chosen 
myself” and made the conversion “the 
better of the two On The Runs” 

The conversion was done by Micro 
Projects Limited, set up by Jason 
Perkins (now director of Curve Studios), 
Tony Clarke and Mark Rogers. Jason 
remembers how Pete gave the team 
level designs and artwork, inducing 
printouts of Spectrum sprites, which 
were meticulously re-created on the 
C64, poxel by pixel, Data dumps were 
provided for background tile sets, but 
these needed amending, as Jason 
explains: “One advantage the C64 had 
over the Speccy was its 40-charecter 
display, compared to 32 on the Sindair 
machine. This meant a straight port 
would have left blank areas st the side 
of the screen.” The solution was mostly 
to centre the 32-character screens of the 
Spectrum version and fill the remaining 
space with additional artwork. “We 
also made a number of original objects 
— plant pots, wine bottles, traffic cones: 
~ that we could place anywhere on the 
screen to help disguise areas where 
the duplication of rows looked a bit 
obvious,” he adds. 
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This approach might seem a bit 
‘bare minimum’, but Jason remembers 
that Gremlin had given Micro Projects 
only four weeks to complete the 
conversion. Also, the decision to go 
with high-res Spectrum-style graphics 
came after experimentation. 

“We tied using the C54's twin-poxel 
multicoloured mode, but it was difficult 
to get anything looking good, and the 
deadiine meant redoing all of the art 
‘wasn't really en option,” says Jason. 
Although the tearm had the 0654's 
extra Memory, it lacked time, and so 
ambitious plans to code a full-scrolling 
CS section had to be abandoned. “But, 
to be honest, the Spectrum game was in 
such good shape when we got involved 
that it was a fairly straightforward 
development to get it up and running 
on the Commodore,” considers Jason. 
“And we were very happy with the 
finished game, which wes reflected in 
the reviews. We knew it was good." 


MINI MOLE 

Jason also worked on another On The 
Run, this time for the C16. “That coukl 
have been a great home computer, 

but Commodore released it without 
hardware sprites. And with the hardware 
flopping in the US, the company 
dumped it in Europe, meaning there 
were loads of uewts around,” grumbles 
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Jason, who tells us that Commodore 
sent him, out of the blue, a free 
machine and disk drive, hoping he'd 
develop games for it. Ten C16 titles 
were sold to Gremlin by Micro Projects, 
but the company closed by the time 
the On The Run order arrived, and so 
Jason teamed with Terry Lloyd, who 
he remembers was “a big fan of the 
Monty Mole series and a greet graphics 
artist and level designer”. 

With no hardwere sprites and only 
16K of RAM availatble, the game had 
to be stripped back, without losing 
its essence. “We established that we 
could! only have four moving sprites 
on the screen at once, including 
Monty, so went to work filleting the 
@isting levels and reducing the overall 
content,” explains Jason. “We felt 
as long as we kept the main control 
frantic dodging of moving cbjects 
and kept the crushers, the conversion 
would be possible.” 

The tearn used the same trick as 
with the C64 version, stretching the 
edges of the map to fill the 40-character 
screen, atthough major redesigns 
perhaps made that less necessary; 
elsewhere, other than Monty, it was 
determined that all moving objects 
would only travel horizontally or 
vertically. “it was a simple process to 
pre-pixel-scroll the moving characters 
at the start of each screen,” says Jason. 

Although simpler than the other 
8-bit versions, the C16 conversion 
wes lauded by the press, with 
Commodore User awarding ita 
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NUMBER— 
ONE SCORE 


THE C&A VERSION al Monty On The 

Run was an impressive. great-looking 
conversion, but it was Rob Hubbard's 
Soundtrack — alten considered the Cé4's 
best - that really set it apart irom other 
garnes of the day. “was based on a tape 
Gremlin sant me lof Deal's Galop] and 
they asked me to do something similar, 
so | expanded it as much as | could and 
added some addtional parts,” recalls 
Rob. “The sole in the middie was the 
result of @ pitch-hend routine I'd added 
to the player, and everything was 6502 
assembler and hard coded in “byte 
statements. | basically coded a gutar- 
type solo | worked out on a piano until it 
approximated what {heard in my head, 
as were! There was also a third section 
at the end, which was a frenetic build-up 
to the climax, before the music looped. 
Addin the sound effects and the whole 
thing wes less than SKET 


et least, it rated highly, but Zzap/64 
slammed the C64 conversion, arguing 
that “even the most ardent of Monty fans 
is likely to be disappointed”, 

Pete isn’t quick to defend his creation. 
“We overworked i,” he admits. “We 
tied to do a lot more with Auf and quite 
@ lot of i worked, but there were not 
enough genuinely new ideas and they 
felt a bit forced.” He recalls enjoying 
creating the map — “We got s lot more 
screens in, with a nice representation of 
real European locations” ~ and liked the 


Screen Star and declaring @t the sticky platforms that Monty could walk 
“definitive C16 platform game”. Jason on, upside down. But the drunk mode? 
remains happy with the conversion, “Yeah, that was contrived... The entire 
which was completed on time, in just & game wes a bit Ske haw Jet Set Willy felt 
few weeks. More importantly, it captured — to me ~ it last a bit of fun and originality 
the key gameplay elements of the Monty _ in trying to add too much” 

Mole series: “The C16 community ‘Stil, Pete at least gave Monty some 
was happy as, for once, a publisher breakdancing lessons. “That wes due to 
was taking the machine seriousty and Ben [Daglish] doing such a popping tune. 


developing a well-respected franchise for —_| looked at the graphics we'd done and 
it, rather then releasing 2 pile of old crap thought they could be strung together 
to make @ quick buck.” into a dance. When I tried that, | coulchy’t 
stop laughing, so they stayed." He says 
game development can be tke that, and 
GOODBYE, MONTY you should never be afraid to deviate 
Back on the Spectrum, the final fram the plan and try something for the 
commercially released Monty Mole title fun of @. “One reason | stopped coding 
Pete worked on was Auf Wiedersetien ten years ago wes the restrictions placed 
Morty, presumably intended, given its ‘on us by ‘producers’, one being ‘thou 
title, to be the character's swan song. shalt not deviate from the schedule’.” 
The game took the basic blueprint from Should Auf Wiedersehen Monty have 
Monty On The Run, but tasked Monty perhaps had more devistions? “Well, 
‘with exploring Europe, his aim being maybe more time. It's not a game too 
to eam enough cash to buy an island. far, but 2 game too early,” considers Pete, 
This was achieved by picking up money “It needed longer before we created i, 
carelessly left lying about, along with for it to be more original, But then | also 
pilfering objects and selling them cn. The stand by the principle that appears as 
opaque puzzles combined with irritating true for games as films: never watch the 
new features ~ an annoying in-game thied of a trilogy, because all the best stuff 
arcade sequence where you attack a was used im the first two!” 
biplane with your craft's propellers; 
contral-reversing wine pick-ups; icy areas 
where Monty randomly slides about — IMOLE 
resulted in a game that lost the purity Bar en appearance on a covermount (see 
of its predecessor, On the Spectrum, ‘Moley Christnas') and a Core-designed 
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outing so at odds with other Monty 
Mole gemes thet it barely qualifies as an 
entry in the senes {‘impossarmnole’), our 
bug-chomping chum has been silent for 
two decades, but Pete plans to resurrect 
the character. “I have two Monty games 
in my heed. One is a full-on original, with 
all-new coment. The other is a tribute 

to my favounte ~ On The Run = with 
tweaks to omit things that now irritate 
me,” he reveals. Some changes are to 
be minor — ditching the cloud lift in the 
second screen, for example ~ but others 
should prove very interesting: “There 
will be achievements and different ways 
of playing the same map, including 
training maps and @ multiplayer mode 
that might indude Thing On A Spring 
style slippers.” 

The game is slated for a 2012 release 
on OS (see harrap.net for progress 
reports}, and Pete’s experimenting with 
control methods to ensure that Apple's 
buttonless device does lead to myriad 
dead moles: “Imagine touching Monty 
and sketching where he goes, tapping 
to make him jump. Another method 
involves gesture-based swipes and 
flicks, Both are intended to be intuitive.” 
And, as you might expect, this is a 
labour of love for the veteran games 
designer: “I'm doing it because | enjoy 
it. twon't cost much, and hopefully it'll 
bring a srmile to players, old and new. 
My grandson keeps asking when itl be 
ready, and he’s only four!" 

To close, we ask why Pete thinks 
Monty's so fondty remembered, 
especially consxlering how frustrating 
some of the screens in his games are, “1 
hope it’s because they were fun to play,” 
he begins, “but, for me, it's because 
where else can you do somersaults as 3 
fat, one-eyed mole with 8 coal fixation? 
Now, where's me jetpack?” 


IMPOSSAMOLE 


GREMLIN'S FINAL CRACK at a Manty Mote 
game arrived in 1990. Created by Core 
Design, impossamote had the odd ned te 
earber games in the series = crushers, a 
mine cart in the first level - but the gameplay 
was far daser in feel to Care's own Rick 
Qangerous. Also, Monty had the ability to 
lick his foes’ faces off and was, at times, 
armed to the teeth. Monty with a bazooka 
is a far cry from an insectivore scrabbling 
around for @ bit of coal to keep werm. 

The result was a tite that divided 


didn’t care for its sluggishness, excessive 
difficulty and lack of innovation, Pete wasn) 
impressed by what he saw: 7 never played it 
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bryce sapertero rubtvsd. 


> [Sproctrarn) And vee alvuangs Theugt the Emel Tower 
was taller than 2 deoee upright moles... 


and didn’t Uke the idea.” Still, he admits that 
“there might be a cape power-up in the 10S 
Manty On The Run multiplayer mapa”. 
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» The gameplay of Major Haver ts divided inta thres: 
ditferent sections: a shooter part, a landing bit and a 
‘side-scrolling platformer stage. 


» The contrals were fairly original. You steer Mavoc and 
the Catastrofighter using a vertical track bell (allerasinng anity 
x-axis movement) 


» Between stages, you get to play e Brarkourenye 
minigame that enables you to van extra lives and even 
warp to later levels 


MAJOR HAVOC 


@ Developer: Atari Mi Year: 1983 M@ Genre: Shoot-‘am-up 


1 Designed and programmed by Owen Rubin, 
with contributions from Mark Cerny, Major Havoc 
is an epic multipart space mission presented in 
striking vector visuals, 

A courageous leader and skilled pilot, hero 
Havoc has been cloned by scientists, and he and 
his posse of doppelgngers have to stamp out the 
last of a nefarious robot race that has enslaved 
mankind. The mission is split into three sections. 
The first takes the form of a vertical shooter that 
sees you having to take down a phalanx of enemy 
ships from inside Havoc’s ship, the worryingly 
named Catastrofighter. 

The next part involves you having to carefully 
dock the ship on the enemy base, And the final 
section takes place inside enemy ships, and sees 
the Havoc using his shield and agility to traverse 
their maze-ike insides, avoiding enemy drones, 
lasers and gun turrets to reach the ship's reactor 
and set it to self destruct. 

With his objective complete, Havoc must then 
dash back to his ship before the enemy ship blows 
up. It’s pretty rousing stuff, and having the action 
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divided into multiple sections ensures it never gets 
dull and also holds wider appesl. 

One of the best aspects of Major Havoc is its 
impressive presentation. For a hero made up of 
black space and simple lines, Havoc conveyed 
an impressive amount of character thanks to 
Rubin giving him some humorous animations — 
impatiently tapping his feet or taking a rest on the 
reactor if left passive for too long. 

Major Havocis one of the most entertaining 
vector arcade games ever created, so it's amazing 
that it never received a home conversion. The 
cause of this most likely lies in the fact that it 
apparently didn't do huge numbers on its release. 
Released in 1983, only a few hundred units were 
ever shipped by Atari, and the reason for this is 
said to be because at the time arcade operators 
were starting to tire of the inconvenience and cost 
of vector machine's breaking down, 

If you do want to experience this vector gem, 
though, it wes later included in Atari Anthology for 
the Xbox, PS2 and PC, and was also released on 
Microsoft's Game Room service. 
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t's a tricky one because Major Havoc is truly 
one of @ kind. It's a tenuous link but we're 
recommending Midway's superb dungeon 
based two-player action tithe Wizard Of Wor, 
purely for its tense gameplay and maze-style 
playing field 
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RIOT 


@ Developer: NMK @ Year: 1992 M@ Genre: Shoot-em-up 
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RATER 


@ Riot can be seen as the 
insane, hyperactive, bastard 
child of Contra and Cabal. 
This on-rails shooter sees 
two Bill and Lance copycats 
trying to thwart an army that 
relies on special weapons and 
sorcery to do its evil bidding. 
With gameplay more Cabal 
than Contre, players are 
basically in the middle of a 
danger sandwich, surrounded 
by enemies occupying the 
foreground and background. 
Thankfully the controls are 
kept nice and simple ~ one 
button to fire in one direction, 
a second for the other - and the sidelong road to victory is paved with planty 
of things that can be used for cover. With the action taking place inside places 
such as a department store and an amusement park, and bosses that include 
an evil Yoda and @ giant gorilla in a leather waistcoat, Riot definitely has 
its tongue firmly in its cheek, and at times almost feels like a parody of the 
shooter genre. It also has a strange obsession with seeing its two heroes fall 
through the air, and opens with the most nonsensical arcade attract screens 
we've even seen. It shows Player One's soldier blowing up a helicopter with 
machine gun fire. That's it. No explanation, just that bizarre scene. 


CONVERTED ALTERNATIVE 


2 [Arcade) Yes thet is AoboCop impaled ons apd. Yep, ior seers 1 
tatish in boing vai. 


NAM-1975 1990 Ge UE 
Riot shares common ground with SNK’s 
NAM-1975, given its scrolling levels, a 


insane bosses and two-player action 
{with the heroes here called Silver and . 
Brown). it was released in arcades as well 
es Neo Geo and Neo Geo CD. 
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CURVERTED ALTERNATIVE 


NINJA COMMANDO 1992 


This top down fighter/shooter from 


Alpha Denshi is basically Darkmist vith 


ninjas... three of them, to be exact. it 
too features a varied assortment of 
‘weapons, a smattering of bosses and 
‘was released for the Neo Geo CD. 


THE LOST CASTLE 


THE UNCONUERTED 
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IN DARKMIST 


@ Developer: Taito @ Year: 1986 @ Genre: Scrolling fighter 


& This forced vertical scrolling 
fighter sees you assume the role 

of a lone knight on a mission (we 
assume in analysis of the title, as 
there is no in-game story explaining 
his actions) to find a castle that's 
been misplaced in a place called 
Darkmist. As the camera scrolls up 
hordes of monsters and magical 
creatures march down, poised to 
attack our gallant knight and stop 
him in his quest. This is broken up 
by a large helping of boss fights. 
Our knight can slay his enemies 
using his sword, or with a projectile 
attack. And by nipping quickly 

into shops, visiting villages, and 
speedily smashing open treasure 
chests dropped by dead enemies 
(as the camera doesn’t wait}, he can 
also pick new swords to increase 
his attack power and alternative 
spell attacks, none of which are 
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MAD CRASHER 


@ Developer:SNK @ Year:1984 M Genre: Shooter 


§ This isometric racing shooter features 
8 furious death race in what looks a 
little like a super-charged Sinclair C5. 
The gameplay is pretty straightforward. 
Simply survive for as long as you can 


On a treacherous bit of floating track in 

8 mundane-ooking environment. You 
have to share the road with rival cars 
and as the slightest prang will cause 
your car to explode into a ball of nothing; 
‘you must therefore evade or blast away 
these vehicles with your front-mounted 


guns to stay alive. As well as deadly 
motorists, you must also look out for 
breaks in the track, which you can clear 
with a well-timed jump, and also make 
sure to run over speed boosts that allow 
you to shunt the other cars without the 
fear of dying instantly. Lacking any real 
sense of speed and excitement, and 
disappointingly bland visuals, this is an 
unremarkable title in the SNK stable that 
we're not surprised was never allowed to 
frolic free on home systems. 
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» [Arcadte) Thera’s net rach to Dortvwae, a's a sinha hack 
‘and short atfaic 8's better than Mad Crasherthough. 


particularly satisfying to wield. With 
bland level design ~ there was one 
instance where the camera sat still 
for a minute and we had to find 

our wey out of a dungeon maze — 
Darkmist is a forgettable attempt at 
fusing the RPG and scrolling fighter 
genres together. 
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@ t's sometimes easy to forget 
just how big a deal S pace 
) Harrier was when it was first 
@ released in arcades at the end 
of 1985. While the shoot-em-up 
genre was doing very well thanks 
to the likes of R-Type and Gradius, 
gamers were left wanting more 
exciting variations. 
Developer Yu Suzuki answered this 


call with Space Harrier, an absolutely — 
mesmerising shooter that not only . 
helped spawn a brand new sub- "J 
genre — the on-rails shooter — but = 


also improved on the excellent sprite 
technology that Suzuki had first 
introduced in Hang-On. 

The technology in question was 
called Super Scaler, and Space Harner 
was the second of many Sega games 
to utilise it. Space Harrier was already 


an impressive-looking game thanks 
to the System 16 board that powered 
it, but the Super Scaler tech allowed 
Suzuki to create some impressive and 
imaginative visuals that still impress 
today. In an interview at GDC 2011, Yu 
Suzuki revealed that he wasn’t pleased 
with the speed of polygons at the time 
of Space Harvier's release and was 
looking for a way to make his game 
as frantic and fast as possible. Super 
Scaler technology allowed him to do 
just that. 

Space Harrier put the player in 
the shoes of the titular character, a 
hardened Arnie clone who boasted 
the ability to fly and could also handle 
a huge laser cannon under his arm as 
easily as a child holds a pencil. Set in 
the Fantasy Zone, the same world that 
had appeared in Sega's earlier arcade 


shoot 

‘em-up 

Fantasy Zone, the core gameplay 
consisted of your Harrier thundering 
along and blasting away any enemy 
that gets in his way, 

The most interesting aspect of 
Space Harrier, though, is that it started 
off as 8 completely different game 
under the lead of another developer. 
Suzuki ended up taking over the 
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THE HISTORY OF: SPACE HARRIER 


project 
when the 
= team wasn't getting 
anywhere with the game's 
100-page design document. 
“Originally, the game was set 
in @ realistic setting with a jet that 
shot missiles into the foreground,” 
revealed Suzuki in 1UP.com’s ‘The 
Disappearance Of Yu Suzuki’ interview 
in 2010. “With a jet airplane, a game 
requires a lot of pattern change data 
to move back and forth across the 
screen, 50 | had to simplify 


@ 
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» [Arcade] As well as 4 Deearncast port, Plan Marion wae # [Arcade] Space Horiw’s bones stage bs a direct rateranes to 
rumouredta be getting a ralazse on Nintendo's GarmeCube Tha MeevasEnckng Story, a the Yu Sunabi had eryequed at the tne. 
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THIS WOULDN'T BE a cornplete guide to Space Harner if we 
didn't menbon these two oddities, Jiping Sooce Hovrier was 
released in 2002 and was extremely similar in concept to Sega's 
larnously bizarre The fyping Of The Dead which had been 
released three years earlier 

Only available in Japan and confined to Windows PCs, it plays 
almost identically to The Fyaing Of The Oead Waves at enermes 
and bosses appear along with sentences, and you must Gestroy 
them as quickly as possible by typing out the words as simply 
as possible in rornaji ft starts off easly enough providing you 
understand Japanese, but bager enermes require you to type 
even bigger words and sentences to defeat them 

Equally interesting, and far more playable, is Soane Fantasy 
Zane, which was originally going to be released for the PC 
Engine Super CO-ROM". Created by NEC Avenue, it successfully 
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marnes tho ultra-cute visuals of Fantesy Zorw to Space Morrier’s 
tried-and-tested gameplay mechanics, and has Fantasy Zone’s 
Opa-Opa taking dawn waves and waves of enemies, taken fram 
both Fontasy Zane and Space Marnier. 

As with Planet Harriers. dawned enerrses deap coins, which 
can be spent in a weepan shop cafled Weaponalds, and there's a 
large selection of different power-ups lo choose fram, melucing 
Shield boasts, huge weights and even the ability to stop time for 
escaping sticky situations, 

The scrolling isn't particularly smooth and the lack of different 
sszed sprites makes it harder to judge distances between 
enemies, but the gorgeous visuals and excellent remixed tunes 

again, borrowed from bath Space Horrier and Fantasy Zone 
ensure thet Soace Fontasy Zane is definitely worth experiencing. 
b's just a share that it never received an official release. 


AETAO GANIER 


COLLECTION 


lL 


out of their way. While it starts off 
with the same iconic tune that graced 
Space Harner, it includes 8 number 
of additional compositions. They're 
not as catchy as the theme from the 
original, but they do suit the hectic 
on-screen action. 

There's an altogether darker tone 
to Space Harrier 3D, with it largely 
ignoring the bright pastel hues of 
the original game in favour of far 
darker, more ominous colours. This 
sombreness is most likely down 
to the new plot that has the titular 
Harrier trying to rescue Uriah, the 
dragon you occasionally rode in 
Space Harrier’s bonus stages. 

Space Harrier 3D was designed 
to highlight the Master System's 
3D Glasses, and for the most part it 
succeeds admirably, The effect was 
handled very well, and like many 


#§0S) Space Nemev’s most recent outing 
wasa port of Shace Homer Von iS. 


Super Scalers 


games that used the device, Space 
Harrier 3D featured a nice level of 
depth, useful for avoiding incoming 
objects, Less useful, however, was 
the jerky scrolling, an unfortunate 
side effect of the 3D = and the high 
difficulty of the game. It remains 

an enjoyable addition to the series, 
though, even if it did deliver little over 
the original game. 

Space Harrier's second sequel 
came less than a year after Space 
Harrier 3D in the shape of Space 
Harrier i Quite a big stir was created 
at the time of its release because it 
was to be a launch title for Sega‘s 
Mega Drive. Released alongside 
Super Thunder Blade when the Mega 
Drive made its Japanese debut in 
October 1988, it was Sega's way of 
telling people that the only way to 
get an arcade-like experience was to 
buy its new machine 

Space Harrier Il, like Space Harrier 
3D before it, played things safe and 
stuck very closely to the format that 
had worked so well for Space Harrier. 
Although it was now possible to 
choose which of Space Hamier II's 12 
levels you started on, all 12 had to be 
completed before you could battle a 
final gauntlet of bosses. 

While the Mega Drive couldn't 
compete with Super Scaler hardware, 
Space Harrier il was nonetheless an 
impressive release, featuring well- 
detailed sprites and a fast pace that 


There were lots of Sega games that featured impressive 
sprite-scaling technology. Here are a few of our favourites 


aD 
on) teen wre 


Year Released: 1985 

On was the fest 
Jlilise Super Scaler t 
for its huge sit-on motarbik 
was for the gut-c! 


firm focus on arcade thy 


PEERS) 42 ten 


Year Released: 1986 
Unlike Me 
racing around 
more dangerous 
J Sai 


he 
logs that would litt 


additionally pull back on the handlebars when 


approaching logs to send your bike soaring 
satislyingly into the air, 


was a world away from the 
slower Master System games. 
The enemies and sprites were 
far more imaginative than those 
found in Space Harrier 3D, although 
they still lacked the bizarre factor of 
Space Harner’s weird and wonderful 
creations, and it proved beyond 
question that Sega's console was 
an arcade fan's dream. Ultimately, 
however, it was business as usual, 
and it would be another 11 
years before a new game 
was added to the Space 
Harrier canon, 

That game took 
the shape of Planet 
Harriers, a two-player 
arcade game that Sega 
released in 2000. It was a 
massive shot in the arm for the 
franchise, delivering plenty of new 
gameplay mechanics. By far the best 
addition was the excellent lock-on 
system, which greatly changed the 
way Planet Harriers played compared 
to past games in the series as an 
alternative to a more traditional 
rapid-fire gun. The new weapon was 
represented by a lock-on fuel bar, 
which enabled you to lock on to a 
set number of enemies before 
being depleted. It delivered a 
pleasing level of strategy to 
proceedings, as you could 
now pick and choose the best 
waves to lock on to, There 


ee 


inest momer 
ball Aun and 

own journeys around Europe, OutRun 
features gorgeous visuals and some fantastic 
music. Not so much a racing gaene but more 
a driving experience = time, not other cars, is 
your enerry — Outfiun is a fantastic game that 
helped cement Yu Suzuki's reputation as the 


cades. 
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Year Released: 1787 

After failing to get a jet ta work in S 

Hamiey @uki bounced beck w 
excellent After Burner. Shamelessly 

Top Gun, it's another gut-w 

which, tie Space Horrier befare it, came in an 
ane: hydraulic cabinet version. & lacks 
Space Marrier’s bosses, but it’s easily the 
better game thanks to far more ch 

enemy attack patterns and greally refined 
technology. Great musk I 


Year Released: 1988 
The big of Pouwer Drift wees its 
ridicule me Structured like 


of plenty of charm ane 


ers, who would get 


were also four distinct characters to 
choose from at the start of the game 
that range from a sexy nurse to a 
baseball star, Lives are no longer 
used either, with your Harrier now 
having a specific number of hearts, 
which are depleted whenever you 
get hit by Planet Harriers’ many 
enemies. Characters are also blessed 
with a handy boost attack, useful for 
dodging incoming enemy fire. 

Downed enemies drop gold, which 
can be collected and used in the Star 
Shops found during and at the end 
of Planet Herriers’ five stages. These 
handy stores not only provide a brief 
respite from the truly hectic action 
that takes place outside them, but 
also give you access to a number of 
useful power-ups that range from 
the ability to restore your health to 
increasing the size of your lock-on 
fuel and heart bars. 

Designed for one or two players, 
one particularly nice element of 
Planet Harriers was that it was 
possible to share energy between 
players, or increase the size of each 
other's life bars. This sharing element 
was handy, as Planet Harriers 
» was 8 tough game 
that featured some 

outrageous bosses 


Year Released: 1988 
This super bi: f takes the best elements 
of Space Harner and After Burner to create 
sonters. Its slower pace 
r to play than its peers, 
tunning, 
ures 
that erupt [rom the planet's 
surface, lt features nice gameplay mech: 
such as a rapidly depleling energy bar and 
branching 


THE HISTORY OF: SPACE HARRIER 


There's a massive hydra that belches 
out huge gouts of flame, an evil 
giant eye with a devastating range of 
weaponry, and the ominously named 
Star Eater, an immense, many 
tentacled beast with some nasty 
attack patterns to master, 

Planet Harriers was also 8 
stunningly beautiful game, with an 
impressive variety of environments 
crammed into its levels. One was 
reminiscent of the Speeder Bike chase 
in Return Of The Jedi and had you 
tearing through an autumnal forest 


and another had you flying through 
dangerous volcanic caverns, while the 
Opening stage featured NiGHTS-style 
pastures and blue skies, Powered by 
Sega's Hikaru arcade board, it was 
announced for the Dreamcast but 
never received a port 
And that sadly ends the Space 
Harrier saga for the time being 
Sega has certainly toyed with the 
franchise in a number of ways in 
the intervening years, but not to any 
great degree. Space Harrier appeared 
on the PS2 courtesy of Sega’s Sega 
Ages range, and, unlike similar 
Sega updates, was pretty 
good, The sprites became 
polygons, and new 
power-ups — including 
) smart bombs, a useful 
shield and 2 lock-on 
laser — were also added 
Caught halfway between 
4 port and an all-out 
remake, it's a nonetheless 
interesting game, and the 
UK compilation on which it 
features can be found relatively 
easily. A second Saga Ages 
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+ [Taster System] The enemies in Space Hanier 20 
aren as imaginative as its arcade prods ceescr, 
We're quassing Sega likes Ster Wiars 


compilation was released in 2005 
and features reasonably accurate 
ports of Space Harrier, Space Harrier 
3D and Space Harier Il, while other 
standalone ports, most notably the 
Original arcade game and Space 
Harrier ll, have appeared on the Wii's 
Virtual Console and i0S. 

Space Harrier's simplicity and 
accessibility is arguably one of 
its biggest strengths, but it’s also 
possibly the reason why Sega 
has been reluctant to retum to 
the franchise in any meaningful 
way, as its core gameplay would 
lack substance for today’s more 
discerning gamer. We're still hopeful 
for the franchise, though, and with 
Sega seemingly intent on delivering 
genuinely excellent digital content 
like Daytona USA, Guardian Heroes 
and After Burner Climax, we're hoping 
that Space Harrier recetves the airing 
it so obviously deserves. 


Special thanks to Kurt Kalata and Hardcore 
Gaming 101 for help with this article 


onami’s shoot- 
‘em-up Gradius 
became an 
incredibly 
successful franchise for 
the Japanese developer, TWINBEE 
going on to spawn TwinBee was already a fairly established Konami character 
numerous sequels over thanks to his appearance im the TiwinBee arcade game that had 
the years and remaining been released in 1985. The anthropomorphic spacecraft with a 
a firm favourite with penchant for punching enemies with his fists perfectly suits the 


shoot-em-up fans crazy atmosphere and boasts a nice range of power-ups. 
everywhere. 


OCTOPUS 
This cute ttle octopus wasn't based on a previous 
Konami character, having been created exclusively for 
the franchise. Rumours, hawever, powt to his inspiration 
coming from the huge cartoon octopuses that would be 
found outside Japanese restaurants. All we know is that 
the little fella is adorable. 


1” * 
+ mai 


PENTAROU 
Pentarou is the son of Penta, who appeared i 
Kona's Antarctic Adventure in 1983, Massively 
popular in the Eighties (he was often used with his 
father as Konami's mascot) the absurdity of a flying 
penguin makes hin a perfect fit for Konamy's 
nutty franchise. 


' 2 


VIC VIPER 
First making hs appearance m Gradius, this is a new, 
slightly podger but much cuter version of the iconic arcade 
spacecraft. Daspite his newfound cutaness, Vie Viper still 
packs a formidable punch, having all the power-up strengths - 


and weaknesses of his alternate Gradius version. You 
certainty don't want to mess with ham, 


JATIER LOLLEGTION 


WHY IT'S A CLASSIC 


BEST PARODY 


BEST CONVERSION 


Parogius (ar Parodiss Da as it is also known in Japan) is a classic 

game because it not anly manages to build on its 8-bet predecessor, 
but alsa respacts its source material Everything about Paradius is 
mental, from its 
in-cheek rel 


d renditions of classical music to its tongue- 


and levels. Ane 


to past Gradius enemie 
yet, beneath the gaudy visuals, kooky bosses and nutty enemies lies a 
shaot-‘em-up that’s just as good, @ not better, than the game it mocks. 
The juxtaposition between hardcore shooter and fluffy adversaries 

far an enticing cocktad that still manages ta inp 


, boss 


While the MSX original véas wonderful, the improved visuals that 
Konamt's new TMNT? board offered made its insane world come 
to life. Lampeaning is g whe well, and Konami has 

oh on fire vath its Par 5. Many 
mes can be found throughout the series (the Ame: 


alwys 


Grae 
Eagle in level 2is a dead ringer for the Pheonix found in Gra 
while t joawger! (aur favourite) features the same attack 
patterns as Grac And yet, for all its s 


lampooning, the core mechanics of Gradius remain as good as ever. 


ius g 


2s mechanical spi 


Ifwa're hanest, all the cansole conversions af Parodi 
incredibly high standard. The NES and Gama Boy a 
are very goad when you sider the limitations of the hardware, 
while the PC Engine and Sharp X63000 autfully 

reproduced. If we were forced into a ner, we'd probably settle for 


pets 


the axcallant SNES conversion. Konami was at the top of its game 
during the 16-bit era, and worked same amazing magic on Nintendo's 
16-bit console. In addition to featuring all the levels and music af the 
in an additional level. 


arcade game, Konami atso manag 


BEST STAGE 


BEST BOSS 


There are plenty of superb stages in Parogius, but we'll confess 

to laving the first stage of Konami's blaster the most. It's brilliantly 
paced, and sets the standard for the crazinass to come. Everything 
rts off innacently, with the typical black space of Gradius. Then 
the blackness fades away, replaced by gaudy greens and sparkling 


3 


blues. Penguins attack en masse, plump k@ler whales leap through 
the waters, and oversized g ators spit out swarms of bees. It 
Qets crazier with a mid-level boss thet takes the form of a pirate cat/ 
balloon, and a final encounte st an Ow 


While many of Parodivs's bossas look bermy, they're all incredibly 
tough to take dowen. One of the most challenging, and also one of 
is the mid-level boss found on stage 5. Not 
ye3 


pejuiring 


2, 
parody of the huge mothership found on 


S Tough, 


evered shoot-em-up, but he's also just a 


@ huge amount of skill ta bypass. He's immediately followed up by a 
huge female Easter Island head, which constantly assaults you with 
additional heads that it spits out of its mouth. It’s a relatively short 
¢ Of the toughest in the game. 


~erdE=MG? J!" 


5s of Parodivs have planty of power-ups 
disposal, ranging fram ripple lasers to bs and the ability to 
shoot backwards. Our favourite powe are the 
throughout onaen' 


lis scattered 
TwinBe 
jated wath a 


stage. Firstfeatur 


they come in different colours, each asse cific 
power-up. One causes your ship to expand to four times its size, while 
others grant you bonus polmts or a smart bomb. The funniest is tha 
white bell, which bestows your character vith a megaphane that 
shauts out all sarts af silly nonsense, destroying anything it ms path. 
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What the 
press said 
ages ago 


What 
Thank 
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we think 
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ERIC CHAH 


With Another World now more than 20 years old and recently released on 
iOS, we met up with its creator, Eric Chahi, to chat about his career and future 
ambitions, discovering just ud there won't be a sequel to the game and why 

rs 


publishe’ 


A KEEN PHOTOGRAPHER, ERIC CHAHI became 
a videogame developer in 1983 when he produced 
Frog for the Oric-1, following it up with Camaval Le 
ceptre D’Anubis and Doggy. Although his break 
came with Loriciels, it was not until he moved to 
Delphine Software in 1989 that his true success 
began. He came up with the idea for Another 
World and made the project his own, writing the 
game, producing the graphics, and even drawing 
the box art. So successful was the game that even 
Meta! Gear creator Hideo Kojima cited it as one of 
the five games that most influenced him 


RETRO GAMER: What 

games inspired you when 
you were growing up? 
ERIC CHAE Videogames or 
games in general? | think if we are 
taking about all of the different types 
of games then | would say Lego. | 
spent so many hours playing watt 
when | wes a child. It was a wonderful 
toy. Very creative 


>. Did you play many 
videogames in your early years? 
©: The first videogame | played was 
@ two-player game that involved a ster 
and 4 ship, and you had to destroy 
each other. It was caled Spacenar!, 

I think, and | would play this in the 
ecade, putting in lots of money and 
fedly loving it. It was like the seme 
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technology th vas used in Asterpids, 
but it was out before then 


>. Did that get you into gaming? 
EG: | would say the dig shift for me 
came in 1980 or 1981. Suddenty 
there were all of these colourful 
afcade stations with some amazing 
games, and | enjoyed playing them 

al. | remember spending ages with 
Pac-Man, Galaxian, Batti 
ja. Each summ 


Tran 


to the 
POR 
wouldn't say | was always very good 
at them. Sometimes they were 

very hard to play and | would have 
problems with them 


O) What was it that caught 
your imagination? 
©. | think it was the feeling that 
| had when | pressed 2 button and 
| could see a ship or e character 
moving. | could explore an C 
and feel like | was in some sort of 
control. It was a pleasure to interact 
ith @ creature on the screen. | wes 


It was very new and it was 4 
revoluton for me 


>. Did you pester your parents 
for a computer? 


ould cross him at their peril 


EC. | didn’t realise that you could use 
4 computer to create a game until | 
Wert On & Programming course at 

‘ol. The maths teacher enjoyed 
computing and she out lessons on 
every lunchtime on a 2X81. That was 
the first machine | ever programmed 
on, but | wrote more serious 

software than gaming. tt captured my 
magnation. At that ime a friend of 
my parents had bought 4 computer, ar 
Oric-1. | realised that you could create 
good games with this computer and 
so when | wes 16 — this was in 1963 
~ | bought my own Oric computer in 
the summer. | had same savings that 
| had accumulated for a lang time and 
t | Spent on this computer. My 
parents Dought me s small television. 


©. Did you write your first game 
on the Oric-1? 

EC. | did. | produced a game in 

S the first piece of 

wing | did on the Oric and 

t took me two weeks. It was called 
Frog and the player had to eat insects. 
The frog had a large tongue and he 
Nad to launch it to n the flles but 
not vesps, because they would 
kill the frog. He would explode. It was 
very simpe. 


>. Your next game was made 
shortly afterwards, wasn't it? 


ERIC CHAHI 


“| started to lose confidence. 
I felt uncomfortable with my 
ability to create a game alone” 
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the) chair with. 


Two weeks later | made 


my parents 
them, and tt 
ped the games 


d be 


money oF v @ like a onnte 


and a joypad nt the printer 


and the jc 


ad 


You must have 
been proud that 
me games had 

een released... 

| did not even 
get a copy of the 
game when it 
was published. | 
remember it had no 
cover, just a tape. | 
went to a fair a few 
years later and one 
of the prizes on one 
of the stalls was my 
game. [laughs] They 
probably got some 
cheap copies of it to 
give away. 


So you caught the 
programming bug? 


entre 


he player would explore ar 


Yes 


writt 
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ANOTHER WORLD 


HAVING NOT CREATED a tuly ange! game 
since 1986 ~ by 
he went wrork 
Journey To The € 
Arcand Future Wiws 
dase to 

by the are 


Chahi had a burning 
nprojact. Takan aback 
rapbics af Dragon's Lai 
love of science 
fiction, producing « sidescroling adventure 
using an Amige $00, a camecardar ta create 
the animations far the rota 
Paint for the art. The rest 


banefit cs 

in spite of 

an amixtious, 

combined cut-soanes wi ng nawrathor 

that put the player in the role af an actor, which 
¢ inncwative achievement. Longer 

a polshact ver 


and even the GBA, alba sore 13 years 
later and uncfficldly. The game wes recently 
talaased for the Appia iOS format. 


AS THE FIRST gerne he aver wrote, Flog was cartainhy no ‘craw’ 
It was written in BASIC for the Oric and the prerrise was sire | 
gh: players had to de using te 
Hugs TONgUE, taking cate To évoid the weeps, which proved 
fatal # swallowed. It was @ Mace against time — oF, at the very bast 
@ telling enargy el As you right empeact, the graphics vere poor 
Q00d level of inventivensss, with 4 

heh you moved vertically and harrenered 
thie space bar. It was endugh for Chali to turn the haad of a pubiaher, 
and that set off 4 Chain of events that led to hie career in Garring. 


Bich a6 Many INeACtS 4S px 


ALREADY EXHAUSTED FROM having mate Another Work, Chahi 
direction until he dackded 
Hert Of Darness. His 
witinued wath this nav 
Ycnit affair, Another 

5 another saven years until 
diay. Frequent daleys, a lukaweem 
at gaming led Chali to 
aphy, and he took a 


had considerad taking araer ina free 


press ahead with t 


game thar beca 
ch to making Another Wor 
gama, making the davalopenant 4 
Vidrt? had bean released in 1991, b 
Haart OF Derknass saw the baht ¢ 
response tom revawars and ganeal thedne: 
focus on his other passions of travel and ph 
very long break from gaming. 


Organic appre 


” 


LE PACTE 


ING AWAY FROM producing sample games, Chahi wented to 
ke aMooion in a plryer, d he did it by producing La Paw. He 
5 he woe ineperead by The Arrityite Homey, and it cartaindy bh 
foreboding, chiling air to it, Tha text irmnarface didn't wnek at 
he woud huwe honed, and yet the game had some naat tauchas, not 
Jnast the spiritual sdanoes and dreams that farmed the ingame halp, 
and the concept of taking phatogr vedios 80 discover a demaric 
Aiesenoe in a roam, Packaged in an ab-black bax, the game 
marketing suffered broause it didn't have any screenshots on 1 
& although thet wes later rectified with the use of some stickers 


FROM DUST 


AT E3 2010, Fromm Dust was announced by | 
Unveiled as tha creativa designer, Frash tom his travels 
had bean inaplrad and he started to crecea a simukeed vokann 
keer building an antia game around &, Fiorn Dust taal as it it has 
benefited from Chahi's years awey from the industry. His tawel 
expatianca comes through in the way the game oalebratas and 
plays on the great outdoors. It's a natural god sin thet uses up a 
lot of comprzational power in producing changing terrain and fluid 
movennant. Having bean wal-tacaivad and with good seas, Ir 
appears that this dewaloper is back on the garring map. 


neat. Ere 
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was 2 good game. It had horizontal 
scrolling and | mixed redefined text 
characters with pure bitmaps. | had 
been learning assembly language. 
Loriciels toak my next game too: 

Le Pacte. It wes another adventure 
game and it was the first time | teed 
to produce a mood in the gare. You 
had to investigate a house and what 
is happening, taking an object and 
finding spirits. This game was very 
specal for me 


>) What influenced you when 
making Le Pacte? 

EC: Amityulle, the movie. | realy 
wanted to express emotion and there 
was 4 lot of atmosphere in the game 
It had a limited choice of a verb and a 
noun. The player had to choose from 
two fists. | think there were too many 
words. | did like my idea of having the 
player with a camera and you could 
take a picture of 2 soit, You could 
look at the photograph and check if 
the spirit was a demon, and you could 
then try and destroy it, | also used 
the algorithms fram Game Of Life 
Lorice's was really excted about the 
game. The box was like a blackboard 
with blood on it, and they tried to do 
something different. But there were 
No photos on the back of the package 
$0 the player did not know how it 
looked. The publisher realised it was 
Not a good idea, so it made some 
stickers with screenshots and put it 
on the back, The game did wel, but it 
was Not very successful 


© >) You were 18 years old when 
you made Le Pacte. Did you fee! 
you were then old enough to go 
into creating games full-time? 

EG: It wes during the time | was 
making Le Pacts that | decided | 
wanted to stop my studies and 
produce videogames. It was time for 
me and | was earning some money. 

| was not eaming 2 lot of money, 

but | thought it could be enough to 
live on. | made the choice to leave 
studying when | wes 18. It disturbed 
my parents because | stopped before | 
went to university. That was a shame 
for them, but | had to prove to them 
that | could make money with my 
creations. When you are 18, you can 
make those kinds of decisions. | think 
back and I can see thet | had been 
waiting until then to avoid confict. It 
was my decision 


>) After Le Pacte, were you 
given more freedom to choose 
your next game? 

EC: | moved on ta very ambitious 
Project. | wanted to create a game 
generator, so the user would say they 
wanted en arcade game with a certain 


fun veriant and the generator would 
create a game. | started to work on 
an engine, but it was too big and | 
didn't have enough skil to create a 
project lke that. After a year I decided 
to cancel it, But | started to lose 
confidence. | felt uncomfortable with 
my ability to create a game alone. 


©. You then made the move into 
16-bit computing. Was that a big 
jump for you, then? 

EC: | created art for Jeanne DAre and 
Voyage Au Cantre De La Tene. They 
were published by e company called 
Chip. | wes contacted by some people 
who worked at Loriciels and they 
were producing a new game. They 
wanted me to work as a programmer 
but | sad no. | wanted to do graphics 
and they said that was okay, so that’s 
what | did for a year with Chip, | had to 
leave, though, because the company 
was having financial difficulties and 
they were not paying people. | didn't 
like the work I wes doing either so | 


66 | would 
looking bac’ 


left. But | realised that the Amiga 500 

was a wonderful computer, and it had 
$0 many colours, | enjoyed creating art 
more than | did programming. 


© G. What if 

games hadn't 
existed? Do you 
think you'd have 
become an artist? 
EC: Today, if | was 
not in. games, | would 
do animations. | had 
another ambition 

as a teenager to 
create stop-motion 
animation films. | 
would sometimes 
create movies, If 
videogames didn't 
exist, | would probably 
be doing that. 


">. So where did you go next? 
&C: There was a new company 
called Delphine Software, which had 
just published a new game by Paul 
Cuisset called Bio Challenge. Paul 
was looking for a graphic animator 
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Hg ae 
at different 
computers. It was so nice 39 


for his next game, which was Future 
Wars, so | went to Delphine. It was 
& bg company ~ 4 record company. 
They published a lot of easy listening 
Classical music and they had a lot of 
money, but they had decided to go 
into gaming and they wented to find 
some talent. | noticed straight away 
that they trusted peopie who worked 
for them too. Bio Challenge had been 
@ great success and they had high 
expectations for Furure Wars. 


O) What was your meeting with 
Paul Cuisset like? 

EC: The fist time | met Paul, he 
wes unsure about me. He was not 
sure about my work. On the Amige | 
had retouched images that had been 
scanned, but he wanted to see more 
50 | worked hard for two or three 
weeks to create the best pictures 

I could do at the time, and then I 
Created a) animaton with 2 smal 
character maving towards a ship. And 
he said he wanted to work with me. 
That was the beginning of 2 new era 
for me. The success of Future Wears 
WES very Nice, and it geve me some 
time to create something on my own 
without any pressure. 


>) Was it hard leaving the 8-bit 
generation well and truly behind? 


ERIC CHAHI 


EC. Well, after the Onc, when | got 
my first Dit of money | bought an 
Apple Il. T knew many people with 
it and they loved the computer. | 
played many games on it. There was 
a good diversity of games — arcade, 
adventure, puzzle and so on. Games 
ke Karateka and Lode Runner realy 
inspired me. It was an incredible 
computer for gaming for me. 


>. It wasn't the most popular 
machine in France, though, was It? 
EC: No, The Spectrum and 
Commodore were popular in the 

UK, but in France it was the Oric and 
Amstrad CPC. | loved that machine 
but | preferred the Motorola processor 
to the 280, which | felt was too 
complex. It didn't have the sarne 
elegance. The Amiga had Motorola. | 
would prefer the Commodore Amiga, 
ooking back at different computers. It 
was 50 nice 


6) What did you do at the time, 
other than play and create games? 
EC: Well, | was fascinated by science 
fiction and the universe, I’ve always 
been interested in those. | saw Star 
Wars when | was ten years old and 

it inspired me. | wes totally blown 
awey by this movie. Before this | wes 
interested in scence fiction, but Star 
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NUMBER 
CRUNCHING 


1,000,000: The 
number of copies sold 
of Another World 


20: The number of 
years that have passed 
since Another World 
made its debut 


18: The age at which 
Chahi left education 


9: The number of 
games he originated 


13: The number of years 
between the release of 
Heart Of Darkness and 
From Dust 


1: The number of games 
he says were easy to 
make: Future Wars 


7: The number of years 
From Dust had been in 
the works, Chahi having 
started the design in 2004 


1: Lovecraft-inspired RPG, 
later abandoned 


190 RETRO GAITIER COLLECTION 


Wars showed me it 
to make imaginary but believable 
universes. So | focused on this movie 
and science fiction for many years. | 
wes totally passionate about fantasy 
illustration and creation 


"And so to the big one: 
Another World, or Out Of This 
World as it was called in America. 
Your defining moment... 

EC: I's a massive game. There is 
no score. It S visual and it has 2 large 
universe; rt was unique in that respect 
At the time it ditional to have 

a score, There is a cinematic feeling 
to the geme, end players felt they 
were leaving ther life and becormng 
involved in a story, ling the kfe of this 
other person or character. Another 
World had goad storytelling 


"6. There were a lot of 
groundbreaking features in the 
game. How did they come about? 


Amiga had something called genlock 
which let me produce rotoscoped 
animations using polygons 


>. So it’s fair to say that Karateka 
inspired you greatly? 

EC: Loved it on the Apple IL The 
narrative was simple but effective, 
and very new at the time. It had an 
incredible cinematic feeling. Dragon's 
Lair also inspired me. It influenced me 
to use polygonal technology. It had a 
bigger character, and it showed me 
that polygons could do the sarne as 
pixels with less memory. They didn't 
usé palygons in Dragon's Lair- they 
used compressed bitmaps — but it 
gave me the Wea and | thought | could 
extend their use to the game itself. 


"> You modelled Lester on 
yourself in the game, but you felt 
disturbed by it, didn't you? 

BC: Yes, it was strange having 
something that was supposed to look 


66 It was strange having 
something that was supposed 


to look like me in the game, so | 
changed the hair to red 99 


©: tt was a chance for me to ty 
some nice techniques. One of them 
was rotoscoping, which worked like 
in Karateka. | used myself for the 
animation work and it made the 
main character more lifelike. | put 

@ lot of effort into the look of the 
game. | wrote the grapic engine 

in assembly language whle the 
polygons tool was coded in GFA 
BASIC. | decided to use polygons 
because it ellowed me to create 
large graphics in @ small amount of 
memory. | got a good frame rate 

of around 20 frames a second. The 


DA cole sketch of Ancaster Mini! by Eric Chabi, 
avowving otf hes artivtic shits w the max 


like me in the game, so! changed 
the hair to red. Red har wes also 
interesting to make the hero pop out 
from the background. 


>. Is it true that you had a fax 
war with Delphine’s American 
publisher, Interplay? 

EC. dd. Interplay wanted to change 
the introduction music to the game. 

| wes very engry and | wanted to 
keep my own music, so we hada 

bit of a fight. We were exchangng 
faxes and it was this big fight by fax. ! 
thought my music was fine, so | sent 
én infinite fax, which is a long strip of 
paper where the beginning is stuck to 
the end using an adhesive step, such 
that it loops around the fax machine 
endlessly. It kept repeating the words 
‘keep the onginal intro music’. Of 
course, I sent this when it was night in 
Los Angeles, so you can imegine their 
surprise when they arrived at work in 
the morning and found reams of paper 
repeating this message. This didn’t 
help, and they didn't change their 
mind until Delphine got involved and 
said that legally they had no right to 
impose ther choice of music. 


">. How did you produce 
Another World? 
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0: Mainly on screen, The whole 
game creation wes chronological, It 
was an ImMpfovNsation process where 
the story and the game were built 
progressively. At the end of each level, 
| didn't know how it would continue 
before dong it. The main idea to 
communicate the pacing of a movie 
to the player and immerse him in 

a believing universe without extra 
information Ike score on screen. It is 
something that Another World has. 
nmcommon with Heart Of Darkness 
For Another World, it was more of a 
process where | started to create 

the tod and the engine to draw it and 
to play it, and then | used this engine 
and the whole game mechanic was 
built progressively. 


"5 The game was even ported 
to consoles, Was that exciting at 
the time? 

EC: When it went on console, that 
was something incredible for me 


©: So were — 
you pleased with 
the response to 
Another World? 
EC: Another World 
was a big commercial 
success and it was 

a great time for me. 
But | have to say 
that when someone 
has success, it is 
disturbing. People 
want to meet you and 
some people want 
to create with you. | 
didn't know what | 
wanted to do, but | 
had a lot of pressure 
to create something 
else, so | decided | 
should take a break. 
And so it's like being 
ona train that was 
going faster. It was 
not easy because | 
had a feeling | wasn't 
controlling things. 


>. Did you become torn between 
staying in gaming or leaving? 
©C. | did. | didn't know whether | 
Should go into illustration of remain 
nm games. But | wes convinced that 
gaming wes where my future was 

| looked at the success of Another 
World, and so we went to Heart OF 


ERIC CHAHI 


ng time leave gaming and concentrate on 
photography and painting. Were 
you just fed up? 

Ir 


Would you ever go back and 
produce an up-to-date version of 
Another World or a sequel? 


Is there anything you would contac Ubisx 
change about Another World? with From Dust 


a tricky que 


How different was it working 
on From Dust? Has the industry 
moved on a lot? 

Norking 


How is the new Jaguar 
version progressing and have you 
seen it since granting permission? 


razy thing. tt should 


Heart Of Darkness was a bit 
of a nightmare project for you In 
terms of the length of time it took 
to make. Why was that? 


What is your proudest 
moment in gaming? 


Do you have any regrets? 


y. I've very lucky 


What do you hope to do next? 


Ites too io tak p ely 


Following Heart Of Darkness’ 
release in 1998, you decided to fe 


1 | Orin- 1] Camoval was one of Chati’s earkest gernes, produced whem he was a teenager finding his fret in wideogerring 
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q 
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and programmed by 
Activision co-founder David 
Crane, Pitfall!'s arcade action 
and impressive visuals wowed an entire 
gene j 
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD 


AR 


Which company took a well-known quiz- 
based board game and turned it into a hit 
videogame? For Dominic Wheatley and 
Mark Strachan the answer is rather easy. 
We look back at Domark, one of the UK's 
most successful publishers 


Ss an epip 


of their name 


INSTANT EXPERT 


Fenders Darnenic Wheatley oro 


ere’s a question: which game 
prompted two marketing people 
with no videogaming experience 
to enter an industry they knew nothing 
about with a hunch that they cou! 
make a lot of money? |he or is The 
Heroes Of Karn or 5 


And & 


untkely 


it was ence 
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Ssclutely amazing. | can't 
aying an adventure ga 
moment | 


rtants and fina 


people. Sudd 


In the new year 
to work as a jur 


val adve 


Mark § 


ik parts at thes 


femmes to fon the brand Domar 


Dominic ix the granction of 
author Dennis \Wheetiry, and 


Meri: had good connestions with 


Whitbread Brewery 


Borsinie grademed from Sanchurst in 


1978 and served a comrission in 


the lish Gust 


cornputee garnes 


Geena Tha Hawwas OF Kar 


or Seeing CBM 


They approached their *iercl arty 


chop tcurder 


hes first peers ta Firish i 
Doreark eventually became Fic 
when awed 
developing Tam Ay 


Design, 
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person to call would w 
The 


both the 


bega' 


me and the ¢ 


0,000, 


encugh to do the proj 
programme 


nm Hungary 


arted our marke 


at fa 
iff tke 


tare, 


GNET OF THE ROBOT MONSTERS | 


PE FROM THE PL 


on shop windows. We felt that 
people would want games 97 


inic and Mark v 


0 BY THE NUMBERS 


24 The ages of Mark Strachan | 83 Percentage scored by 23 The number of investors 13 Menzies refused to sell 
and Dominic Wheatley when Domark’s Trivia’ Pursuitgame in the company Friday The 13th because the 
thay set up Domark in Zzapl64 £10,000 The amount cover had a blood-covered 
£25,000 The amount offered 4 Number of divisions in invested by lan Livingstone hockey — rag 7 knife 

to the first person to finish Championsinip Manager £280,000 The royalty best re 
Eureka! and tet Domark know £160,000 Cash raised cheque wnitten for Atari rr easreeneyll melt 
15,000 The number of tapes — from family and friends following the success of the pea inate} 1994 
that Eureka! sold to start Domark Star Wars trilogy ieming exmnase ly ty 
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SHOOT PIRCRALLS 


RAY POWER - 


~ RAY 


urn) Star Wars wee.a big deel tee 


Demnark, and was: d ty Tae san cqunita 


CO) WHERE ARE THEY NOW? 


Dominic Wheatley 
After a short whie 
Wthout a project of hs 
cum, Daminsc hooked 
up vath an old frimnd 

| from Domark and 
pursued an idee for 
producing wvieractne 
Toys, vtech included 
Thomas The Tank 


Engvie and Sab The = {| 
Builder and was taken 
on by Bandai. Later 

he came across Alex 
Haliday and Steve 
Hardman in Shoreditch, 
London, who were 
producing soaal 
networking Software. 
The company is now 
known as SociaiGO, 
and Dominic is its 
exeoubve charman 


| 
Mark Strachan 

Four years after leaving 
Domark nn 1995, Mark | 
set up Gameplay PLC, 


j 
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hich rented and sold 
games on the inenet 
He sold it in 2002 when 
he became CEO of the 
Entartanmert Software 
Chanty, racing money 
for the education af 
cisadvartaged UK 
chikren. Thres years 
orer, he became the 
non-enecutve chermen 
of In2Games Led, and 

mm 2006 he funded 
Pisin Activities, which 
operated in the Alps. 
‘Aftar Domark, | went 
on to be charman 

of ELSPA and had 


| the great prvilage of 


clrbing Kiimaryaro 


| three times for chanty 
| wath my great friend 


indy Payne.” he says. 


lan Livingstone 


} lan stayed vath 
} Domark/Eidos. In 2006, 


Exdos was taken aver 


! by SG, but lan remained 


OLLEC TION 


2 the only 
boand member 
to do so, He 
became the 
company's 
product 
acquisition 
Grector, As well 
35 overseving 
the Tomb 

| Raider period, 
[he contbuted 

} to Tom Rater: 
Bm | Arusversary in 
evel 2OO07 acl, in 


T 2009, when Square 


Enix bought Eides 
Inmeractva, lan became 
the company’s ‘We 
preadent’, He does 6 

; loco work wathen the 
geming industry, and 
n 2010 he was asked 
to act as the UK's skils 
champion by Ed Varey, 
| the minister for cuture, 
| communications and 
Cfeatve industnes. 


actualy 
nore than happy to allow 


ago. "Wher 


ve it I met the auys 
were very rueful that they'd ne 


thought 


yoduc 


he recalls. “But we had a! 


pressed a button, and if you got it 


) Mover 


by Oxford Digital 


c and Mark 


yminic 


ne of the ve spent 


lion 
our Tubalar 
ng that 
s exactly the 


“ 


The licences contin 


ark tumed its 


aooearance, ar 


WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES 


manu’ the guy who v 


doing the deas 
Ocear 


guys were al 


n the Dig guys, 


and 


because they 


they were 


AD THE RIGHTS 
ES AND 


ATARI GAN 


1986 1987 


Alegre began to look down his list and 
Started to ree! off names that he sand were 
at the bottorn of the barrel. He mentioned 
Star Wars. “I went, “What, what, what?" 
jaughs Dominic. “I'm like, “Hold on, I’ve 
played thet game. It's an absolutely brilliant 
gare. | love it. It v me of the great 


con-op games. | offered him £25,000 for 
the trilogy, he went off to Atan and it was all 


okayed. We got the rights to Star VVars. 

Ancther contact, on hearing that Domerk 
had acquired the Star Wars rights, phoned 
Dominic to tell him that there was a 
German programmer who had aready 
converted the game to the Amiga. The 
developer had been touting the game 
sround, and he PUT in touch with 
Dominic. "We took hin out of Germany, 
brought him over, put him up, and he just 
basically programmed the Amiga, the ST, 
all the conversions, and he was brilliant. I'd 
srle'd come acros 200d 4 programmer 

his guy. And these games were a huge 

success. They went straight 
the charts. We sold bucketio 

The first royalty cheaue Domark sent to 
Atari two months later was for £230,000. 
Atari immediately set up 4 meeting. Its 
people were impressed by the quality of 
the games and the marketing behind them, 

Telling Dominic that they were fed up of 

working with lots of different companies, 
they struck a deal, Ateri esked Domark to 
be its sole conversion company. “We were 
tke, “Cool’,” says Dominic, laughing. 


Team Choice 


*AUCKLAND 
BANGOR 
BARNET 
EAR 


BURNLE 
BUR 
AERNARE 
1GHAM 
BLA BURN 
BLACKPOOL 


AROIFF 
CARL I 


BL " =HARL TON 
6o SHEL MSFORO 


IPC) With heaps of stats ond a passionate dewelaper, 
Chomysonstio Manager went don a star. 


«PALACE 


CAMBRIDGE 


MELEASED 


1990 


it was @ mejor deal for Domark 
Although Atari was developing ca 
of its coin-ops under wn Tengen 
brand, Domark had scooped up all of the 
home computer rights. Home computers 
were stil very big in Europe but not quite 


$0 popular in America, where the cons 
were begnning to take hold 

Domark realised this and so set about 
trying to gain a foothold in consoles tao. 
Dominic's old friend Mick Alexander 
was runing Sega, sone went along to 


see him, securing 4 Sega licence in the 
process. “We started making great Sega 
games, tke Fi, which wes a huge hit, and 


stuff like th 
Aten 


Dominic. “Of course, 
wled our console games 


for us in the US, We were duiiding up 
a huge 


ong relabonship with Atari, and 

@ time of growth and fun. We 
made lots of money and had lots of lovely 
expenses and hotels and so on. It 
absolutely fantastic.” 

During this spel, Domark published a 
great many games mcluding APB, Dragon 
Spint, Vindicators, Hard Davin’ and Toobin’ 
Its office in Putney, south 
overrun with arc: machi 
Tengen, mixed in with the 20 staff that 
worked there. Domark was nat one to 
fest on its laurels, though, and in 1992 it 
was realised that it needed an office in 
America. Dominic moved with his v 
and two chidren to & 


ca, where he 
could meet lots more people 


CHESTER 
VENTR 
REWE 
DAR 
DERE 
aoe 4 
CHESTER 
TOWN 


RMED CALLED 


1990 


WerSIONS 


* Domork wos merged with Eidos in orawarse 
tekeaver Tord Reider become ¢ phenomancn 


FROM THE ARCHIUES: DOMARH 


€R 


R 


MES TO FORM 
8 


S INTERACTIVE GROUP 


GA’ 
£ TOM 


HMA 


1992 


66 | called a modelling agency 


and they got some real 
rough-looking actor 99 Y 


HE CHAMPIONSHIP Mé 


the Sommers relationshyp with Ateri 
on its own doorstep. Based in Slicon 
Valley, Dominic got down to work. One 
of the scoops was a distribution dea! with 
Spectrum Holobyte, which was notable for 
its fight srmulators. 

One of the bg succes Dormark 
came scon after. Two lads = Paul and 


crak 
after meeting 
Dorrinic and 
Mark in 1984 
a6 | Dekeved 
Evnkal weouid he sucnesstd 
Ahes seting my remaining interest 
in Garnes Workshop in 1991, | 
breasted mare in Domnark with & 
seer on their board and became 
deputy chairran in 1992. in 
October 1995, vee reat the 
deacrors of Eidos Technologies 
and, long story short, we merged 


four companies into whet hecene 
5 


interactive, 
sata dan tha Landon Sinck 


the new group. 
and launched 


were very enciting dimea!” 
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ES 
hMiSh OF THe beer: ™ 


Championship Manager [1992] 
Witten by Everton-nsd brothers Paul ant 
Olver Collyer, this management sim drew 
heamly on ther knovdedge and quickty took its 
plece as the finest game hn its genre. Everton 
later used the brothers’ Footha’ Manager to 
help scout for news players. 


Trivial Pursuit [1986] 

Although Leisure Genius couldn't sea now a 
COMpUTer version of its popular board game 
could make a Wdeogame, Damark dd. Six 
players were able to get volved with the 
fun that turned Domark into a gent publisher 
almost overnghe. 


Hard Drivin’ [1989] 

Published as part of 3 deal struck with Atan, 
Hard Onvin' wees 2 3D treet, putting players 
behind the wheel to perform all menner of 
stunts, the herdest pert of which vas staying 
Of the track. it was a bold comersion that 
deserved attenton. 


3D Construction Kit [1991] 
incentwe Software produced the Amiga and 
Spectrum versions but Domark handled the 
rest, The resuk was an acdaimed endeavour 
thet scored highly for its abiity to let people 
produce their ovm SD worlds, it was ample 
and ¢ was expensive, but it wes effectve. 


Eureka! [1784] 

Witten by tan Liwngstone, Eureéa! was 
Domark's first release. it sulted lan's Inerary 
talent given that it wes a text adventure, 
accompanied by arcade game versions. 
Best of ail, the first person to fineh it won a 
£25,000 cash eae. 


Prince Of Persia [1990] 

A deel with Broderbund meant Domark wes 
able to publish one of the best platformers 
ever. It was ported to every plstiorn 

under the desert sun and was yet another 
successt deal by @ company that was firmly 
established as 4 major player. 


OTWOTOAVOID * 


Friday The 13th [1984} 

Ths was Domartk’s videogame nasty, not 
in the sense that @ vais filed wath gore 
but because it was such a dreadié game 
that  vaas scary it ever got 4 release. It 
drew inspiration from the film and was 
pretty much 4 cast-in, and ¢ tere, 

ezy One at thet. Stil, Domark could 
never have been eocused of not trying. 
and so it was that the game earned itsell 4 Cort cover, which gathered 
complaints, and its PR people went inte overdrive, vith decaimers werning 
fhervous gamers to bevvere of playing the game, some blood capsules given 
fwety, and 4 competition chucked in for good measure. 


A View To A Kill [1985] 
Domark secured the linenos for ames 
Bond games, 6 teal early coup that helped 
# %© establish ites! as one of the preenier 
publishers. A View To A Kil was the first 
game to be based on the famous Britsh 
spy Character, end 4 revolved atound 
thee ection sequences, its release 
coinading with the Gnems opening, 
befitting 4 company thet had much marketing know-how. The crude 
Graphics could be forgiven, but the geme faiied to capture the excitement 
of Bond and @ vas also merted by the fact that you couldn't be killed. It 
feviewed rather well at the time but it's ternbly deted today. 


ney Huthers = Tranter fi 
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© (CPC) APB had all the theilts of the arcade, 
but the graphics didn't matchthe ambition. 


P Oliver Collyer — had produced a football 
management game, which they pitched to 
Domark. Dominic wasn't interested until 
one of his staff said they had been pla 
the game and couldn't stop, Domark felt 
there were too many management games 
and believed it didn’t have the expertise to 
pull it off in a crowded market, Out some 
members of staff were so enthusiastic that 
the company decided to make the Colyers 
an otter of £5,000. They srapped it up. 

“The idea was brought to me as | sat 
in my chair in La in Putney,” sey 
Mark. "I went to see the brothers in a 


ra 


Oar 


¥ 


start of it. It was the beginning of a great 


ted e' 


relationship that bene’ 
And benefit 


led a modellirx 


eryon 


the box aru 
fanager, quickly 

the first few thousand units and then 

rders, and mo 


said Dominic. “V 


We Started getting reo 


'S, and more. Suddenly it’s doing 20, 


18S and we gave them 


and they fall off their 


chairs, | seem to recall a couple of months 


Listen, you're going to do Championship 
Manager 2, right?’ And we commissioned 
them night there on the spot 
The sequel sold bucketloa 
contained bugs, and garners 
disappointed. Domark issued patches 
t it dicin’t help, so it put out CM3, 
ed and 
sold 4 couple of thousand urrts 
in the first weekend. The 


ise went on 


‘octbel management 
game, making the 
opers millions of 
pounds in the process. 
“It was a wake-zp moment for 
* “The game's 
Made for football fans 


a¥5 Dominic 


by football fans’. And it was true. These 
absolutely obsessed. You'd 
them about ther mother and they'd say 
rething ike, ‘Mother's great because 
Chelsea won on Saturday.’ They couldn't 

not talk about football, and they were so 

ste. I've found out in life that people 


Out tre b 


boys we! 


SiNeSS OF 


their subject tend to be successful, and they 

just need business people around them 

to take care of the dirty bits ~ you know 

publishing. If you back them then you'll be 

successful and 
Such ¢ 


wus 


apparent. He conte that his Jame 
Sand games were under par because t 
teams were not quite right. In hindsight, he 
Band 


says, they would have found Jam 


the Arniga,” he adds 


1 passionate on that.” 


ed Eidos, It v 
company employing just three or , 
creating vi Somer * technology 

Particularly for the Acorn Archimedes, but 
it nad no sales. It was, however, floated 

on the London Exchange, and it hed 
raised £1 milion. Comwall was looking for 
ompary to 


founded a firm cal a small 


Something Detter to attach ht 
and, during the course of a conversation 
with the Domark pair, an ment was 
to corporately reverse Domark 

¥S enaddied the pudisher to grab 
some cash and go on to raise another 
£6.5 milion through cty investors, made 
sted company 


possible by its n 
t 


us As pa 


Domark had to change 
became known as Eidos. 


The market was hot in 1995 


our money and 


easily,” says 


In fact, it 


t very 


yminic 

“el oversubsoibed, and 
the sh pice moved from 

around £3.80, if memory 


» [CPC] Pcsonory was yat 
anather board gare putlched by 


Oomert, slongside Tria! Avsust 


; Eun B : 


fornia. | then got a call fromm Charles, 
asking what I knew about US Gold.” 
5 2 company founded by 


Jin Birmingham, it had 


0” a roll, and it quickly gained 
8 reputaban for being a arty compary 

lt employed lots of young, gocd- 
1 men and women, and 
“The parti 


aminic 


opportunity and acquired € 

induded bath US Gold and ¢ 
. which was the distribution an 
compar, vs old back in an MBO. And housing 1 
pped up Simis and 


says [ 


treSoft. The E3 and previous C 


the One night we had taken over a night 
000 pean. It 


S packe 


whi 
Big Red 
Gold that would lead to the 
@ brand new, lucrative chapter tor 
in its new form 


ning 
rriark 


g to be huge 
S, and the rest is 


explains Dominic’s 
y Heath- 


him very well. Luckily 


c. "tt 
Sith, and | kn 
for us, they working on 2 
nb Raider which 


nm by Jere 


onal crossroads, 
aving 4 lot of fun and 
for five years, his 
children had been brought up as entirely 
American and 


e of the many products on v Sx and sever 


é list of things they were doing | was a anted them to be 
bit dubious about Tomb Raider t 
it sounded very much like Indiana J 


and that worried me, but when | later did 


brought up and educated in Britain. “I 
agreed we'd go back to the UK,” says 
links. "I loved C; mia and my tearn 


© ICPC) 20 Constectin Xe allowed peopleto produce their 
own thrae-dimensional artwork end move sroundit 


® [Spectium] A wonderful varietionan en otherwise faniiar 
there, Beolienats wes ¢ better of 6 gates 


* [Spectrum] Glacteroy wes an interesting take on 
tha baat-‘aet-up ganen, being sat a Roman tines. 


d Sega vying for the rights, 


who | 


DOMINIC WHE 


(C HOW DOMARK 
NEARLY WENT BUST 


Mario's Magic Foote rusty killed 
Dorrasic, After rmuch maney had 
bean spent on the gare. the lead 
programmer let and the Olver 

c wore asixed ta tirésh it. They 
reooretructed the gaere, but all oF 
this mmaant it wed raieased late 


Worse however, the LIK sales 
Taser ordered! 200,000 cartridges 
which fad to be pend for up fram 
costing £2 rritian 

Saga and Ni 
the paryrmerr 


satege 


frown, 
fa game, 
cach you nines 

Ane of Ver 


fecal Matic 


carne 
€10m, 
hood wrest fiquicity. | 
Ont a phone call 
finance director while | wes lying 
in bed in Calfornes ot Farr.” says 
Dominic. “? clerbed out of bed 
salt a Teker, and was on 
London ard 


t to the ba 
ne of the bank managers 
warned to (id the company. “T 
sakt "Look, theses the keys If you 
- re gang 
grt nothing back. You're going 

t absoknely fucking nothing 
than acidert ‘Or giva ene anceher 
A theres an san ot 
dV ace 


wernt ®, you 


the recowery 
manager thar cash flove foment 
and product scheckdes, The 
feccremny manager agreed Shorth 
attar, Domatk wes rrerged 

with Eidos and the carpauryy’s 
fortunes were sacured 
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FROM THE ARCHIUES: DOMARH 


AND S4¥i THE WARD 


66 | was sitting in my room at 
Caesars Palace, wonderin 
was going to meet 


IMER ELECTRONICS 


much, so it wes hard. A lot 
in the UK office 
too dDecause Ct vaS funrwng it, and 
taf people that | hadn't hired - you 
yyers and pecp 
here. Eidos 
board level and that kind 


growing so fast 


of stuff nad ¢ 


nes v 


lot of polity 


of thing because it 


The 


share price w ooming and | 
thinking to myself, ‘Right, | want 


back, but I’m not sure | would n 


essarily 


3 gO On working for the 
Jed then that it was mi 
" who had put 


mpany in 


the UK.’ l¢ 


on 


came out with Jas much as] £15 milion 


D lan — who had 


following Mark, who left in 1995 

J founded a company called Garneplay 
My favourite games in all 
pit Pey 


over there Sor 


non-executive drectorships of mobile 
yentualy vi 
own gig and today | run 
SodalGO, One thing's for sure, though: | 


had a ball helping run Dornark.” 3% 


phone compan lev 


led my 


company called 
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Bi wi 


SCORE SCORE 
864440 CHIENS 604446 


In this early offering from tt 


ays of commemoarati 


than Oy putury 


‘em-up territory, p 


Soldier shap or a PC 
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MINORITY REPORT 


ASTRAL POWER 


Equipped with only a f 


re u set off 


Shinobi’s first Game Gear out 
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yStation 2 
» Yoar Released: 2001 
» Publisher: Sony 
» Developer: 
Naughty Dog 
» Key People: 
Andrews Gavin, Jason 
Rubin (dasigners|, 
Mutato Muzika 
(composer) 


6O DEEPER 


» Beating the game with all 
101 Power Celis unlocks 
@ cut-scene of Daxter 
reverting back to his goaty 
human form. 


% In preparation for malcing 
Jak Amd Daxter, Nauyhty 
Dog had dev kits for moths 
before any other developer 
outside of Japan, with the 
exception of EA. 


ae 7 ‘{ Undoubtedly 
a tribute to the 
Nintendo 64 era of 
the 3D adventure 
platformer, 
Naughty Dog’s Jak 
And Daxter isa 
fantastic example 
of agenre now 
missing inaction 


202 RETRO GATIEN COLLECTION 


BEE 


Modern games you'll still be playing in y 


JAK AND DAXTER: 
THE PRECURSOR LEGACY 


THE BACKSROUND 

Following the close of the PlaySt 
in of € 
Bandicoot lic: 
owned dev Naughty [ If the goal of 
Creating a new fictional world iS COmpletery 
less on the incorning PS2 hardware. Naughty 
Dog asked its artists to envision w the world of 
their new Game might took like — Algadin would be 
Courited 4s one of its Stronger sources of 
Jak And Daxter had high-end animation for an 


ton ere, the 
J the sale of 
sful Sany- 


fh Team Racin 


spiration 


y¥ that no other de 
led creating a whole range o 


are in a ¥v 


shich also enté 
om tools for the p 

Mario 64 was a huge fluence on the staff, toa. 
Instead of collecting a lot of random elements into 
one unruly world, creating a sense of continuity 
between environments and object 


in the way that there's a miniature story to 
side-quest across the game. Some members of 
staff at Naughty Dog felt they had brought a title 
with elements normally associated with Nintendo 
to the PS2, Ultimately, The Prec 


or t cy Wes 


+ 


ears tocome 


a critical and commercial hit, spawning sequels 
that were solidly made, yet lacking the same 


Spark in overall design 


THE BAME 
At the time of release, members of the or 
often declared that Jak And Daxter 
mixture between Crash Bandicoot and one of 
a few Nintendo games — Zelda and Mario 64 
being the most prominent examples. That was 
high praise for The Precursor Legacy, which 
very much had the same accessible interface 
and lighter tone o typical Nintendo ttle, 
adhering to the rule t the main char. 
simply has to feel 
manoeuvre them through any gis 
Crash was a structured platform atfair, Jak And 
Daxter encompassed a wide range of different 
environments and challe yet grounded it all 
in the same constent experience. 

The ultimate objective in Jak And Daxter is 
to gather 101 Power C 
the quests to attain all of them are exquisitely 


diverse, cl 


és 


level. While 


= fead: stars = but 


lenging the player to explore, race, 


S plants, destroy flying elephants, herd 
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No Load Screens! 


but (ak And Daxter us 


them to g 


breakthrough at the time, and one a new Jak ¢ 
that really enhanced the gameplay. 


pulling the Series on hiatus. 


creatures and loads more, justifying these 
bizarre scenar 
featuring the world’s many 
of objectives wes nothing extraordinary in the 
wake of Mario 64, but there's such a pas 
in the way they dovetail with the creative game 
world, which subverts a lot of the clichés that 
dogged 3D platformers during the previous 
Two generations, due to the amount of detail 
invested in this backdrop. 

Like Naughty Deg's range of Crash games 
on the PSone, the developer infused Jak And 
Daxter with its own identity, and a kind of 
irreverence in the cul-scenes that you v 
no ly see in a Nintendo title. Dexter is 
typically 2 ing sidekick, true, yet there is 
something endearing about the paifing of him 
with Jak, thanks to the occasional funny bit of 
dialogue and enthusiestic wice-acting 

Yet it’s the artform of buiding an action- 
adventure world that is on display 
here ~ Naughty Dog deliberately 
set out to make something moreish, 
and they succeeded, filling every 
the world with Power 


with amusing cut-scenes 


\, 


ik And Daxter, Mi 


The cutscenes are a bit talky, ARhough the two heroes are As per wdeogame tradition, Jak is The Jak Collector rel 
ing to crop up in Sor 
hide loading screens completely Gros equvalant mn the near future, Dexter filing most of the silences im the sanas together, at 
im the gome = 2a huge technical Naughty Dog decided not to ps 


Actantis-style cry to 


Silent hero 


Smash a slo hero in the first gerne, with = 


dosn't add anything to the story 


toguther — mt contains evury 


Cels that demanded a combination of persistence 
ic. As a result, it’s stillac 
5 updated HD 
contempo 
today’s gamers. One of Jak 
And Daxter's finest features 
is that the pace is set by 
the player; no matter how 
deep into the game world 
you get, every objective 
remains wide open at all 
times, which makes Jak 
a compulsive game to 
fevisit, another smart way 
that Naughty Dog 
manages to 
replicate the 
A Nintendo 
effect 


WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES 
wh tan Bad a += - aa 


lak HD 


peat collects the fi 


6 with annoying qups. In the second fine tnbute fo a bygone collection of 
2 some time ago, instalment, Jak gets a voice, but & games — certainly the best wey to 
play Jak lockyy. 


» [PSzSome 
“are a right nudidy heed 


Abandoning Crash 


d by Sorry §=Naughty Dog took a risk in eeving 
hee games Crash Bandicoot behind, a series 
another which sold over 20 million in under a 
decade. It has sings done the seme 
yh Jak, choosing to leave « behind 
when starting with the PSS. 


Score: 9/10 

Jat And Daxter 
nanages to offe 
cenething fc = 


yee ste [RUBOGEE 


memories af games 
gone by, yo 
GamePro 
Score: 9/10 

emise ughete 


5 somuch to do ane 


WHY IPS A FUTURE CLASSIC 


In The Precursor Legacy, Naughty Dog created 
@ high-end pastiche of different gameplay ideas, 
some of which it pioneered, and others thet were 
obviously Nintendo-inspired. Far fromm a rehash, 
however, it's one of the strongest platformers 
ever made 

Today, when this type of game sadly no longer 
seems to have a place in the shooter-neavy 
industry, it remains exactly as distinctive as it 
did in 2001. Jak J! would absorb a trendier open- 
world carjacking template, which would create 
@ more monotonous rinse-and-repeat mission 
style, deviating from the mindset that made 
Jak the collision of different genre ideas that 
we love 

Jak’s advantage is its anti-repetiton; the world 
is built for the purpose of variety, whether the 
player bombs through it or pores over every detail 
Neughty Dog & one of the strongest brands 
associated with PlayStation hardware, and Jak And 
Daxter cemented that reputation beyond the much 
sefer Crash Bandicoot titles. That early ambition 
with the PS2 technology brought the very best out 
of the developer 
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THE ATARI 2600 IS PERHAPS THE MOST ICONIC CONSOLE 
IN EARLY VIDEOGAME HISTORY, AND SO SYNONYMOUS 
WITH THE ATARI BRAND THAT IT’S OFTEN SIMPLY 
REFERRED TO AS ‘THE ATARI’. MARTY GOLDBERG TAKES 
YOU BEHIND THE SCENES OF THE DEVELOPMENT OF THIS 
INDUSTRY-DEFINING CONSOLE 


or something that reached such lofty It was during the summer of 1975 that Cyan ‘ SEL EE eT 
heights as the 2600 did, it should be 
understood that there were no great 


hit on ts Most important contribution, thanks 


Viiiner The que 


they had t 


aspirations in mind when the synapses nselves on the tip back was whethe 
fired that led to it flickering into they could leverage microprocessors to 
2 Mmimble ides; a simple, 3 é multiple 


consciousness. 
ae eviiane fr 5 on ther 
r : hs Atari was 

s market for 


er the 1 Y to invade the home via a 


at had leg 
What bec: 


Knowledge Bank 


14 October 1977 


$199 
EngNneenng 358.78 x 234.95 x 65.25cm 
Valley and 2 T 5529 
erat mpary wa ty plan < MOS/Signetics 6507 
on the s 7 N ol {running at 1.19MHz) 
expand with home » the Pong 128 bytes 
sequels C Between 256 and 320 pixels per 
This S prec t and fh line, and 192 to 240 lines per screen 
, 128 NTSC, 104 PAL 


Atari Age, 
Atari Club, Atari Owner's Club, Atarian 


game so 
y Emmons = two Gfterent game 


Pex turns out, managem 


d A). Wit 
yer to being 


com 


ng market to start 


around. 
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HOW IT WORKS 


A GUIDE TO THE KEY INTERNAL COMPONENTS THAT MAKE UP THE LAUNCH ATARI 2600 


CARTRIDGE PORT CONTROLLER PORT CONTROL SWITCHES 

Besides baing the location Two DB-9 ports used far Housed on a separate PCB that’s jainad by a ribbon cable to tha main 
where game cartridges are plugging in @ variety of board, these are the icanic control switches used in the early madels 
plugged in, it also functions controllers and peripherals. of the 2600. These are (left to right) the power svatch, TY type 

as an expansion part of sorts. Thair mnovative use allowed (colour or black and white), left difficulty, right difficulty, game select 
Later itams like keyboards the 2600 to have a multitude af (for cycling through the many game variations provided in a cartridge} 
and extra RAM used the potential controtlers at a time and reset. in 1980 the difficulty switches were dropped from the frant 
Cartridge port to mterface when controls were normally and moved to the back near the joystick ports, By the later launch of 
with the 2600's intarnals hardwired to the console. the 2600 Jr, all the switches were raplaced by plastic sliders. 


TA 

Standing for television interface 

adaptor and originally knowm as R/F MODULATOR 
cpu Stella, thes is the guts of the 2600's The picture generated by 
The 2600's microprocessar is the graphics and sound. the TIA is passed to the 
6507, an altered version of the RIOT modulator for display on 
venerable 6502. Missing some of An acronym for RAM- VHF channe! 3. Though to 
the signal and interrupt lines from 1/O-timer, it was more SPEAKER RISER make it more camplcated 
the 6502, it can address up to 8K formally called the MOS Late in the design of the 2600, it was decided for collectors, some 
memory natively — though later Tech 6532. It includes the to swatch fram internally mounted speakers versions of the launch 
developers got around this with a sole RAM an the 2600-— as in other mid-Seventies consoles ta sending model also have a channel 
technique called bank-switching. This 128 bytes worth, The chip the audio out directly to the television set, The selector switch for 
Microprocessor was also used as a also reads the ports and speaker risers prasant in the launch madel channels 3 and 4, or just 
floppy disk controfer in Atari's later the six cantrol switches show the decision came too late ta change the the hole for one in tha case 
§-bit computer line for the console, moulding of the case. with ne actual switch, 
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and Motorola's 6800. With ndustry stawarts Fairchdd 
Semiconductor and Texas instruments not far behing, 
sources for the technology seemed to be abundant 

Fon end Steve proceeded to put together 
Several different wish lists for various experiment’ 
microprocessor-based game conscles, even gcing sc 
far as to contact Motorola an pricing. The concept of 
the conscle itself went through 2 series of revisions at 
ths time, including the possibility of producing several 
dedicated’ versions, with 28 group of games built in to 
each throug) ROMs 

The problem for an engneer designing a new 
games console, though, was that the microprocessors 
currently on the market were stil too expensive 
around $100 to $300 each, A tip to the 1975 
electronics industry convention, Weseon, that 
September would soon change that 

The Western Electronics Show and Convention 
{Wescon), et this time, was the premier electronics 
industry trade show in the US. If you were en 
engineer in the electronics field, it was your E3 
Miner and Mayer just so happened to be doing their 
fesearch shortly before the 24th annual Wescon, 
which wes taking place in San Francisoo that year. 
They decided to make the trip after receiving a letter 
from @ new, unheard of company, inviting u 
come take 2 look at its new microprocessor. They 
were scon to dscover that the company was a 


the development on his own. Eventually partnering 
with ar old business acquaintance, John Pavinen, 
Peddie brought his project to John’s company, 

MOS Technology. MOS had been dying in the 
crowded calodator market, and the lure of a low-cost 
microprocessor proved too great to pass up. So, as 
Motorola was debuting its 6800 for $300 in August 
1974, Pedde and seven co-workers were leaving to 
begn designs on its low-cost competitor. 

Their goal was to sell the new chip in the $20 
$25 range, and offer a series of microprocessors 
and support chips. They decided to name the series 
6500", to directly associate it with Motorola's 6800 
The 6502 would be the main microprocessor in the 
genes, which aso inched a senes of support chios to 
Blow connection to various peripherals, just Peddie 
had pioneered at Motorola 

The upcoming Wescon was ther target for the 
introduction and initial sales, and that August MOS 
Technology began placing ads in industry magazines, 
offering to sel a full microprocessor for $25 right there 
on the Weseon show floor, While the first half of the 
offer caught the public's eye, it was the latter that 
infuriated the Wescon organisers when they heard 
¥ tade $ 


up in thei 


e00ut it not 2 


a marke 
the expo, Peddie and the MOS Technology 
were promptly told that under no crcumst: 


Stand at 


Microprocessors meant you could load 
new software to play a different game 


young upstart in microprocessors, in an industry that 
was itself very youna, and was poised to rock the 
foundation. That upstert? MOS Technology, which 
was led by Chuck Pedole 

Padole a former Motorola employee, 
mpany in 1973 to finish its fledging 
ed in Mesa, Arizona, 
torola’s initial design for its 
and designing the crucial support 
ection to peripheral devices, 


chip needed for 
Peddie 


9 more microprocess 
at the time, so, undaunted, Peddie decided to pursue 


The joy of become 
aystam chur 
farvourite r 
sore di 


a proud ovener of this state-ctthe-art garning 
alidiay season of 377. One of Joe Qeair 
oments was waartching kids fle this olsy His creation at a 
#y Curing the launch, 
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would they be 2 


everyone oor ley would be coming to see it— 


guys from Cyan 
Being quick-thinking, Peddie came 
ng prohibiting 
way fram the show floor, 


» another 


m from 


solution. The 


mention 


a 


where air Heoth 


‘0. go to b 
for the standard 


y the chips, so they used 


yesentetion but directed people to 


their hotel Suite to actually purchase the hardwe 
side the s 


of manuals. 


eople would b 
documentation 
see the full senes & 


panying 


and then enter the suite 


wpport chips rated by 


and KIM-1), which they had al 
It wesn't long b 

engneers started developing, i 

locking to build @ personal computer, Steve Wozrvak 

Also among the engineers were Milner and 

Mayer, who were both just as rmpressed with the 

2 oth 


sing a young mar 


in line were. 
1p half 


ors as 


barrel of microps 


¥, Though, that only th 


ined working chips. 


their 6502 v 


nstrating the 


ut an hour and @ 


to come over to SCuss 


the next day to « 


poort chip in their 


THE CHANGING 
OF THE 2600 


nialy the 2600 was to have all sound theough internal 
anged to go through t 
moukts hal been dor 


The launch ver ofthe 200 


son Here, € gets its name from th 


by collecto 


for r 


S for regu 
| class for devices 


brosdcastng! had 9 
ike this yat, 90 thy 
standards. The 1978 model left out the heavy =! 
tmgether with its anges is sometin 
m asthe Litt S 
Soers were made mn Suny’ 
Light So 


vtch board and the 
Loft to ngit} The 
OT chip and the TIA graptics chp. 


ye port, E oont 
6507 CPU, the MOS F 
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Motorola sued Peddle and MOS 


Technology for theft of engineering 
drawings and trade secrets 


» December 19 


me version of 
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HE MOST IMPOR 


1c 
AS 


aM 0) 


nm 


=ale 
FD ON ATAR 
OEU UNA 


ATANT AND INFAMO ee LES é 


‘S POPULAR HOME CO! 


» 


lon the 2600.itsold 
m aft n O pre 
n rt ole 7 | buys 
» EK % srt 
th | llinggameonthe ga rh K vat 
ie eee - 
= ' » ob ly compromises — | 
. 0 m Al 
to arr on u 
+ r + y ving 
f n 1 iT 
” rail | 
by f aa “ ool aacuadeacepamel tn 
ter featuring rofin al 
¥ Sui) : the 
ni 0 " conte 
of us he convinced by his father and ninimaist version of the 
friend her said, ‘Pick the job that tez § coin-ops, Everything 


Syan/Atari had the potential to 
y frend Greg said 
nth gam fost people ar 


ete 


you mor 
chip design. fh 


ard 


for the 


code name 
But in the rr 


“You can do good 
k by 
—and a 


them 
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vu Se ee 


sion display 


displayed on the scree 
rate h 


then 


led be 


kground 
termed es th 


fom pinball, The 


parat 


rites 


sh object to be oi 


would be Ge 
loading ividud 
eral hardware r 
Playfield and player registers 
programmer per eact 


have multiple 


Separate 


for each i 


2, Grnack Packs 


2600 and find a sec 


objects — a conce 
wm but that 


Would ul 


Bus 


moor 


rot 


mype 


wed ng the 


ig-on-a-chip’ that launched Atan’s consumer done on the original prototype and began producing 
didn't feel he was up to the task either. “You a vel version, which would be the exact ore 
in when dyna! rried over into chip form. By the time 

and moved into its early chip format, where it 
0 TIA (television interface adapter), several 
major occurrences happened that would affect it both 
2 and long term. 


= 


RE' 


o 
_ 


REV 


ud pack a lot more Ic 


is, “= 


Deee FIX 


lable,” he explained. “I'd ne 


o do that, and name 


imme! 


of First and 


helping the Warner C 


15 Ww 


been in cire straits financially and had been 
8nd inject much-needed 
alow the company to contnue to g 


ip’ layout at Synertek. fh 


k aS & Maor Secondary 


KET, AS WELL 
: ne 


r “« 
ING at didn't work, Bushnell and Keenan 
' JERSION for someone to sell the oc 


a. 


Wamer ¢ cking with its 


vith 


settiement 
e beginning of June 1976 o 
Ng to pay 4 large sum and give p 
tari technology already produced ar 

977, hiding the 2600 — now 


roles, Notable for ber Everything in the VCS pointed to a high- 
<< end piece of entertainment equipment 


happen wes Atar 


patent 


he'd be apprenticing 


the man Akorn described as be 


they knew 
n ablle to so 
had been ola 


guarding ag: 


as 


Warner 


the 2600 


centre 


contra’ 


inbal aperations f Atari's early arcade 
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Jk INSIDE THE ATARI 2600 
DISSECTING THE ATARI 2600 JOYSTICK 


IT’S ONE OF THE MOST ICONIC CONTROLLERS AROUND AND IS ARGUABLY AS ASSOCIATED WITH ATARI AS 
THE 2600 ITSELF. JOIN US, THEN, AS WE LOOK AT ONE OF THE MOST RECOGNISABLE JOYSTICKS OF ALL TIME 


~ JE) Tha deluxe nature of ——— ST Most fans are not aware that the launch 
the CX-10 is readlily version of the 2600 included a special 


f | Se apparent with the use of joystick only seen with this model 
| heavy springs for all four Designated the CX-10, as vath the console 
il! directional contacts and casa, this model is a deluxe version Sean 
the fire button to provide here an the left compared to the more 
& me an arcade-tike floating feel common CX-40 jaystick on the right, the 
to the stick. immediate difference is tha presence of a 


heavy-duty rubber grip, complete with inlaid 

Atari lago. Also note the absence of the ‘top’ 

Geskjnation added to the CX-40s to help out 
—" r confused first-time users. 
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On tha inside, the shapes 
of the controfer PCB 
also differ in looks and 
feyour, vath the CX-10's 
Sx connectors split three 
by threa. 


The 2600 joysticks, synonymous 
verth Atari whan you think of game 
controllers, were inspired by Atarif 
Kee Games’ hit 1974 arcade game, 
Tank With the orginal proof of 
concept of the 2600 based around 
playing a home version of the game, 
and with Tank inchided with the unit 
on the pack-in cartridge, Combat, 
the naed to do so was obvious. 


The CX-40 instead uses @ hard plastic disc 


to make contact with the controller PCB, a 
giving i its more characteristic stiff feeling. = 
The fira button still includes a spring, but ~s 

it’s a much lighter spring, providing less = 
feedback than those on the CX-10. ®@ 


ATARI AS ITS OWN COMPETITOR 


NOT KNOWN BY MANY, ATARI ACTUALLY WORKED ON TWO ALTERNATIVE 
SYSTEMS TO THE 2600 


The first was a system that never saw console, with four direction buttons in__in the US and the SD-050 by 
regular production, called the Atari lieu of joysticks, In fact, a Rolodex: Hanimex in Europe. 

Game Brairt. Meant as an altermative style stack of cards was provided to Atan also hedged its bets on the 
to the 2600's microprocessor-based show which buttons were used for future of the market with a dedicated 
architecture, each cartridge contains each of the five initial games: Video home version of its Tank coin-op 


all the crauitry for each game. Music, Ultra Por, Super Pong, Stunt called Tank it The console festured 
The console itself is almost empty, Cycle and Video Finbait harcwvired versions of the same 
containing only wiring for the controls Although it wes cancelled, Joysticks planned for the 2600 and was 
and hookups, consoles with the same concept actually shown alongside the 2600 at 
At first glance, the Game Brain of full dedicated console hardwere the June 1977 CES, When it was Geer 


Jooks like an atternpt to cram every inside removable cartridges found that the 2600 was in demand for the 
single control scheme in Atari's their way onto the market in the upcoming Christmas season, Tank i! 
arcade games onto the surfece of the —_ form of the Coleco Telstar Arcade wes unceremoniously dumped. 
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his cult follow- 
up to Julian 
Gollop's highly 


: regarded Chaos Vampires can take 
is actually something of flight to avoid ground 
a hybrid, taking aspects ‘rr attacks but must fight 
of his equally well 


considered Laser Squad 
and merging them 
with its predecessor. 


on terra firma. 
1 a 
i I! - us 
a = | 


You can choose spells, 
The three mages you battle 


attributes, and a name for 


your character using the are named Torquemada, These are one of the 
Wizard Designer Elbo Smogg, and Ragaril. most powerful land 
bound creatures 
* Pixies are invisible to 
2 enemies, making them 
1 the perfact spy. 


Pury 


Unicorns are a good 
choice to ride into 
battle, as they have 
great stamina. 


This is a powerful 
spell but can spread 
out of control. These spread lke 


2 magic fire and harm 
difficultto conjure up. undead creatures. 


Gryphons will capably 
fly you across the 
battlefield, 


These mythical beasts 
can breathe fire but are 


a. 


These are used to mix 
magical potions. 


Vials hold beneficial 


Keys open doors and ‘ 

potions, such as speed eee ees Aside from treasure, 
or strength treasure chests. these chests can contain Scrolls can reveal vital, 
powerful weaponry, though cryptic, clues. 
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BEST BOSS 


BEST STAGE 


Gaming classics often transcend the® genre to become celebrated 
great game, rather than just a great game of their type. Lords 
Of Chaos is a fine example of this 


anole 


4 title hard to pig 


any conventional genre, which 


also just a 
attract attention beyond that of its natural audience. That being 
said, it caters equally wall to devotees af strategy-based gaming by 
providing satisfying, slow-burn gameplay. Additionally, the game's 
clean design and attractive vsuals make itane of the best-loaking 
Strategy titles on the Spe 


ble enough ta 


trum, 


Of the three vazards you do battle with, Elbo Smogg, the ruler of the 
Slayer's Dungeon, ts the most challenging to defeat in hand-to-hand 
combat, and therefore the most memorable mage. Grantad, the 
vizard Ragaril is technically harder to get the better af, bat this is 
nore down to the many puzzle: 
rather than his prowess in armed s sting. Smogg's tactics 
are to conjure up a veritable army of cre kling 
any you might have managed to summon yourself, before tossing a 
barrage of his favourite spells in your direction, 


and traps he 


5 within his domain, 


all-c 


res, capable of t 


The game's first s 
hone your skills, while its second, Slayer's Dunger 
of everything you've learned. However, the third scenario, Ragaril's 
Domain, holds challenges of a slightly different type. The vs 
Ragaril, unlike his predecessors, rules his domain through guide 
rather than brute magical force, and sends creatures to fight his 
battles for him. This vrauld make reaching Ragaril and defeating him 
beta while negotiating the maze to 
his lar you also have to avoid his traps and solve his devious puzzles. 


cenario, The Many Coloured Land, allows you to 


is a Stern test 


ard 


he 


apes hard enough, 


BEST CREATURE 


There's no shartage of candidatas for this catagory, as the gama 
features an extensive, eclectic mix af ¢ ourced from myths, 
vant inte 


Tu 


rds and the natural world, And while 
battle, flying a he 
Opposite number are all high points of the game, the most pra 
and reliable choice would have to be the giant spider. Admi 
large arachnids lack wow factor, but since they can hald ther awn 


Le] Wing 


tting & 


py over the playfield, ar s 


mpire on your 


BEST SPELL 


Of the game’ 
would imagine the most useful vould be one used to attack the 
enemy or defend yourself and your forces. In actual fact, the one 

2 of magic that no vazard should be vathout is the teleportanen 
$ face it: even the most 
and the most retable of attacks can go awry, leaving you on the 
sing sie with little energy left in reserve. in thes unenwable 
pasition, the safety net of your telepartaton spall is the ona you 
want to have left in your armaury. 


Spells that aren't used to summon creatures, you 


it Lachcian can get wrong, 


BEST MOMENT 


hard te pick ane moment in @ 
where you can lose yourself for hours at a time; instead, it's probably 
more useful to highlight a couple of achievements that provide 

qreat satisfaction. One early memorable moment is vanquishing the 
ward Torquemade far the first time in the game's apening 
having first 


A much later milestone, reached after extensive play, ts con 
up the requiring healthy ri 
magical anergy, a cauldron, and some axtramely rare dragon harb. 


ring 


fh 


¥ galden dragon, af rves of 
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What the 
press said... 
ages ago 


Your Sir 


hape 


LIKE HIS FRIEND Steve Tumer, Andrew 

was working on computers long before he 
programmed his first game. Several meetings 
with Steve saw Andrew joining his company, 
Graftgold, and his innovative games and slick 
coding soon earned accolades from reviewers 
and gamers alike. After creating many memorable 
games for the C64, Braybrook turned his talents 
to the Amiga, and continued to deliver the same 
innovative and imaginative games. Graftgold 
struggled in the PlayStation era and eventually 
folded, and Andrew vanished as well. Until now... 


PETHO GAMER: What did 

you want to do when you 
were still at school? 
ANDREW BRAYBROOK: | didn't 
have much idea of what | wai 
do when | was at school. My da 
arline pilot or bank manager were 
the best jobs. I'd have been happy 
Oriving a JCB, The grammar school | 
went to wes university-onented. The 
ca office just had brochures for 
the universites. By the end of A-levels 
I'd had my fill 
keen to ear 
nice bass quite’ 
office and askec 
said: Just apply 
end they’ help you when you've 
ted.’ Computers hacin’t really 
impact at that time. They 


me universities 
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ANDREW BRAY BROOR 


Andrew Braybrook created some of the greatest Commodore 64 games 
of all time, including Paradroid and Uridium, before disappearing. Now, in a 
Retro Gamer exclusive, he reveals the methods behind his game creation, 

his interest in music, and why he'll always love programming 


had 2 desk that contained a 1K RAM 
computer with a card reader and 

printer. There was no video screen, 

$0 | never t 
of that, The 
Commodore PET, but | 
that passed me by too. 


aged the importance 


6. So what was your 
introduction to videogames? 
A®: It was probably the guys | 
worked 1 at GEC Marconi — 
Rader, Richard and Keith -in my 
fi , who introduced r 
Attack Of The Mutant Car ) the 
Commodore 64. We'd meet up at the 
weekends and play computer games. 
Robert had a VIC-20 as well. It wasn't 
until some years later when | met 

Jeff Minter that | realised some of the 
to do to get that cornplex 
in in 3K of RAM, with 
all the graphics and sounds too. My 
smallest game ran to about 24K 


>. Is it true that you're a big 
shoot-em-up fan? 

AS: We definitely got our money's 
worth out of Jeff Minter's early 
games. Ve played MV Attack 
Of The Mutant Car 
The Mutant Camels... At that 
stil hadn't got any ambition to write 
on micros, but | was playing the 
arcade games of the day: Breakout, 


Space Invaders, Asterords, Battlezone, 
Galaxian and Pac-Man. Each pub had 
2 different game, so we would tour 
round them all on @ Friday evening 

to play e e. We were auite 
competitve ended up in 


the chip shoo playing Asteroids. We 
ked th 


challenge and the speed of 
eS 


>) What was the first computer 


my dad 
80, then a ZX81, and 
Started writng games 

» those to start with. | 

was also staying late at Marconi and 


writing games in COBOL by that time 
Sot rst computer | owned... that 


would have been a Commodore 64 
that | bought about five years le 
Up until then | had only used th 
Commodore 64 at Graftaold and | wes 
Still visiting the guys from GEC 


>. How did you learn computer 

code? Were you self-taught? 

AB: Steve Tumer wes waiting for the 

2X Spectrum in 1983 in machine code 

sven assembler at that tre; he 

ing code in hexadecimal. We 

must have talked about me joning 

him writing games a few times. We 

decided that | should iP 


' ae 
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AVE TO Pirin 


PARADROID 


Mobile aradro 


ttle you could do 


on those computers. 


What do you 
enjoy about coding? URIDIUM 

Coding is an a 
almost endless repeat 
cycle of finding and 
fixing problems, and 
they are self-created! 
Only at the very end 
does it work without 
any problems. If _ 
we could just write PPP eee 
error-free code then ce 
there wouldn't ever % FS 
be any problems to 
solve. | do get a great 
deal of satisfaction 
from fixing problems, 
le dy as it brings 
out t gt ages | 
in me. The creative GRICDLY’S DRS Shey 
side can be a bind eee io ROLE 
too when you can't 
think of Sorel 
interesting to do, but 
it is rewarding trying 
to impress people. 
The best bit for me, 
though, was the 
variety of the work 
because every day 
is solving something 
different or creating 
something new. 
Taking a game right 
from initial design 
through to promoting 
and demoing the final 
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game gives you an 
insight into a lot of 

different aspects of 
the business. 


>) Was there a particular 
language you preferred using? 

AB: We always used assembler 

on 8-bit, except where Steve didn't 
have @ Spectrum assembler that he 
liked, so he was writing in machine 
code. Assembler is ‘assembled’ into 
machine code, so they are the sane, 
but one is much easier to read! We 
also wrote in assembler on 16-bit 
end onty crossed over to C when we 
got to the PC, PlayStaton and Sega 
Saturn. By that time even writing 

in assembler was getting difficult 
because the CPU wes reading more 
then one instruction at a time. | did 
write a movie display function for 

our last PC game in 8086 assembler 
because we needed raw speed, but 
mostly C gave good enough results. 
Writing in assembler is very lovevel, 
but it was the fastest 2 computer chip 
could get the job done — the no-fat 
approach. We'd study our scrolling 
routines to try to make them just one 
cycle faster. One technique we used 
was to change the backaround colour 
between functions so we'd get 4 
constant display on screen at the sides 
to show where all the time wes being 
used. The idea was to get everything 
mowed within one TV frame, a 50th 
of a second. So you needed to know 
where the time was being spent 


© >) Like Steve, your initial 
programming skills weren't in 
gaming. How did this help with 
game design? Did it make you 
more methodical? 

/A®. I'd had 2 good, thorough training 
at GEC Marconi and knew how to 
work independently and with other 
tearn members. | think we both 

had good methodical approaches 

to solving problems. | have come to 
leern that IT is all about getting things 
wrong until the very last change when 
you finally get it right and the program 
is done. Don’t stop until you're sure 
you've got to that paint. With games, 
onoe it wes released it had to be night; 
you suddenly nave a lot of people 
testing the code and you can't fix it 

if they find 2 fault. Maybe nowadays 
that doesn't apply with the hatfixes 
that are available. Of course, the code 
is much bigger and more complex so 
there's bound to be mistakes. Coding 
never got quicker because the games 
got bigger, and even though we 
teused old code, we aways added 
more. Gribb\y’s Day Out took about 
three months to write, and | did the 


graphics and level design in that time 
too, Infersity took nine months to 
write and design. Undiurn 2 took 18 
months to code with probably about 
the same time spent on graphics, 
and that's just such a long time to be 
working on ane tite 


>. Tell us a little about Assassin. 
A®. This wes my first multiplayer 
geme, written in COBOL. tt was set 

in a Mult-level dungeon and the last 
player alive wins. | wanted it to De in 
real-trne, which meant getting a bit of 
help from Tech Services to allow one 
computer to monitor the geme and 
collect information about all the pleyers 
as they move and fire. There were 
doorways between the levels and 
players could only see other players by 
ine of sight It was a top-down view, 
$0 Certainly a prototype for Paradraid. 


We added computer-run ‘assassins’ 
that walked around the level and were 
quite adept at killing the players. So 
we tended to have to gang up on the 
assassins before teking each other 
out. Come five o'dock we'd occupy 
most of the terminals and set up @ 
session. One player, Splodge, worked 
out a technique for rapid firing that 1 
hadn't anticipated, He was winning 
every geme until HR showed us how 
ne was doing it. Once we all knew 
the trick it evened things up a bit. | 
was always impressed with his lateral- 
thinking ability. 


/ > How did your friendship with 
Steve Turner form? 

AB: | first saw Steve when our 
quitarist, who worked with Steve 
and is aso called Steve, got him an 
audition with another band in our 
town. We went along to watch. He 
got the job and played with them for 
some time. There was a fair amount 
of equipmenttending in those days 
and Steve T lent us some gear for 

4 gig we were doing. It's difficult to 
remember now, but we both had an 
interest in the early arcade games 
and used to tour the local hostelries 
to play the different games on offer 
We also liked similar music and gat 
mterested in the home computers of 
the day. At some point Steve T joined 
Steve R and | in our band: No Cass. 
We then deaded to think up a new 


46| think it's rare that you meet 
someone that has such an 
important effect on your life IF 


band name. | don’t think we ever did 
finalise a new name, though. Much 
later we recorded a couple of demo 
tapes and naturally put No Class on 
the labe. | think it's rare that you meet 
someone that has such an importart 
effect on your lite = maybe only four 
or five people ina whole lifetime. | 
owe 4 great deal to bath Steves, as 
peonle who influenced me a lot in my 
life choices. We all stil keep in touch 
and we know that if we ever needed 
some help then we'd all be there for 
each other. | don’t suppose we'll ever 
have @ Blues Brothers moment and try 
t0 get the band back together, out we 
il love music. 


0) What sort of music did you 
play, and how serious were you? 
A®: | used to work the sound 

desk, then the bassist had to leave 

to concentrate on his studying, so 
they auditioned 2 couple of people, 
and then someone said that as | 

had lang hair | should have a go, | 
learned 2 couple of songs and got 

the job. We started off playing rock 
covers: Hawkwind, Deep Purple, 
Black Sabbath. We did play some 
original songs too, | think it was quite 
instrumental — pun intended — in 

me wanting to get 2 job to pay for 
equipment rather than going oft 

to university. My first gig was in 2 
marquee in 2 field. We got complaints 
about the noise from one and a half 
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miles away, and driving out of the field 
caused my car’s exhaust to fall off 
We used to rehearse once 2 week, 
which is not often enough. We did 
take it sefiously and everyone wants 
to be a rock star, but it was just a fun 
thing for me to do. | never expected it 
to be my day job 


"GC: Do you still jam 
with Steve now 
AB: Steve comes 
over and my guitars 
get played properly 
rom time to time. 
We'd need a 
drummer to keep the 
beat, though. Actually 
Steve's the improviser; 
| tend to want to 
know exactly what all 
the notes are before 
| start. | must make 
more time to figure 
out how to play guitar 

roperly now that. | 

ve some six-strings. 

I've started a small 
collection of guitars 
and basses. People 
say they come to my 
house to die, but I'll 
get there. 


"©. Uke Steve, you started off as 
@ commercial programmer. Why 
did you move into games? 

AS There wes a fairly hostile 
takeover of the computer centre 
where | worked, fuelled by 2 
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Any A 


4)\n_= 


vendetta between 

upper management. The whole place 
got reorganised and it became clear 
that we were going to get shut down: 

$0 Iwas 
other job. je hada 
at nis place, and left 
a game. After a couple 
‘@ found a publisher 
$ on his third game. He had 
ming royalties but wes 
finding it baring working on his own 
| didn't have to think twice about the 
chance to write 4 game for a home 
computer. | had written some BASIC 
games on the Dragon 32 and 
keen to try some assembler. \ 
games is part creativity and part 
programming, which suited us both 


Did you play any of Steve's 
early games? 


= so the games 
were aiready largely designed. They 
already worked. Writing them certainly 
ewolved a fair amount of playtesting. | 
just hed to make my versions play es 
well as his. | got to playtest Steve 
next creations too, whch were Avalon 


and Dragontorc. | spent quite a while 
playing thase 
What was it 


like having one of 
your best friends as 
your boss? 

| never really 
thought of it as a 
boss/employee 
situation. We worked 
on our own games, 
but it was always 
Steve's business 
and my job, It 
was a pretty good 
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democracy, and as 
we had both worked 
in big companies 
we kept working a 
normal nine-to-five 
day. We usually 
both went off to the 
ublisher together. 

e worked In Steve's 
dining room and just 
got on with the job. 
When the royalty 
statements came 
in we were quite 
competitive about 


Spectrum on their own. Uidium and 
Aleykat were written there. | got 4 trio 
to Chicago to get a conversion started, 
and we started winning some awards 
in the m iS a really good 
time beci al design 
freedom and were not on advances, 
just royalties. | earned enough to put a 
deposit on my first house, so it really 
got me started 


Where did the idea for 
Uridium originate? 

I'd just frshed Paradrad and 
was keen to write 8 game that ran 
at 60 frames All arcade 
and | 


scrolled quickly d that only looks 
qcod if the screen is being updated at 
me speed he TV monitor 


And how does it feel knowing 
our readers voted Paradroid as 
their favourite C64 game? 

That's certainly a great 


has endured 


Some of your best work was 
on the C64. What is it you like 
about the system? 

The C64 had a lot of flexibility. 
My first C64 game used its bitmap 
mode, and | bet not many games 
ike the Spectrum end 
The dever guys, though 


66| get a lot of satisfaction from 
fixing problems, as it brings out 
the detective in me 99 


who sold the most 
tapes that month. 


What was it like in the early 
days of Graftgold? 

Things were going quite well 
90 Steve decided 10 create a limited 
company. We changed from ST 


Software to Graftgald, There were 
just the two of us and Steve moved 
hou: 0 | had to drive a couple of 


miles to get there. He did up a room 


got PCs to write the games on and 
used proper development kits. It 

@S getting more professional than 
sing the Commodore 64 and 
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were using the character modes, 
which allawed smoath scrolling, and 
the sprites. Character modes also 

‘et uS animate the backgrounds and 
change large areas quickly. It [better] 
matched the arcede games of the 
time, so we had plenty of matena’ 
to observe and draw from. It was 
quick to develop ideas on. One of 
favourite things was designing 
fonts, Jeff Minter always liked to do 
different fonts and it got a bit limiting 
Sticking to 8x8 pixel blocks, especially 
when the letters have to be drawn 

in 7x7 pixels to leave gaps. So for 
Gribbly’s | went large and did 8x16 
and 16x16 pixel letters. There ere two 
s of Gnbbly's Day Out, each 

th a different font and 16 different 
evels. Paractoid and Undium used 
similar system. By the time | got to 
Morpheus | had 24x16 Mainly 
though, the game designs had to be 


qood and w trying to make 
things too compbcated. 
So what did the C64 offer over 


its 8-bit peers? 

The C64 just had a good balance 
of sprites and colour modes and was 
professional enough that the chips 
were easy to use, and Commodore 
did a disk dive and a development 
kit early on. [After] seeing the hassles 
Steve had with getting colour onto the 
screen on the Spectrum, !| was quite 
happy with what | had. | did snooker 
myself a dit at ane point because 
Sorne colours 
all the sprites and | wanted to use @ 
couple of parbcular colours that made 
t difficult for me to draw the graphics 
and make them look nice. Sometimes 
t takes some other people's input to 
Say: ‘Try it this way instead.’ 


So it's a learning process? 
You never stop learning; there's 
always something new to try. There 


NUMBER 
CRUNCHING 


89 average cat, 
Gribbly's Special Day 
Out, Intensity, Morpheus, 
Paradroid and Uridium 
scored in Zzapl64 


18 months was how long 
it took Andrew to complete 
Undium 2 on the Amiga 


1983 was the year 
when Andrew decided to 
start working with friend 
Steve Turner 


Paradroid scored 97% 
in Zzap'64, It remains 
one of the highest- 
scoring games in the 
magazine's history 


Gnibbly’s Day Out took 3 
months to finish. intensity 
took a total of ? months 
tocomplete 


Andrew's excellent 
conversion of Taito’s 
Rainbow Islands was 
released in 1990 


A total of 5 people 
worked on Fire & Ice 


A total of 15 
dreadnoughts must be 
defeated in Undiurn 


£2.99 was the budget 
price of Heavy Metal 
Paradroid in 1989 


8 people were involved 
with Virocop on the Amiga 


was a natural progression through the 
games that | did where | wes searning 
how to do things. Probably I'd not 
have invented what became known 
as a sprite multiplexer on my own 
That wes @ method of reusing the 
egnt hardwere sortes to get more 
than eight objects on screen at once 
Us games programmers met up from 
time to time and discussed coding, 
geeks that we are, and we were keen 
to show off ideas to each other 

Once you know something can 
be done, it’s just a case of deciding 
how to do it. | had designed games 
with more than eight obiects in the 
geme arena, dut only eight on screen 
at any time, and | hadn't thougnt how 
to get more than eight on screen at 
once. It’s only later when you start to 
understand what the graphics chips 
are doing that you see how to harness 
that It also sometimes takes seeing 
how other computer hardware works 
to make a breakthrough. That gave the 
game designs a new lease on life, and 
some great arcade conversions were 
done using multiplexer techniques, ike 
Terra Cresta 


>. Why do you only have a single 
Spectrum credit? Did you not like 
the machine? 

AB: | think my only involvement with 
Astrocione was as chief playtester. 

| think Steve was at least using a 
groper assembler by this time rether 
than programming in machine code, 
keying strings of hexadecma! into 
fies. | never learned 280 code, as 
used on the Spectrum and Amstrad, 
though | was envious of the number 
of registers available on the chip — the 
6502 chip just hed three. Ve used to 
share our troubles and try to help each 
other with coding issues, so | picked 
up the basics. Converting Steve's 
early Games hed to be done mainly at 
a high level, and | rewrote the games. 
by copying the concepts. To try t0 
copy code line by line from 2 lot of 
registers to a few would result in very 
inefficient code; you have to redesign 
code to fit whet you have. At least 
that way | got to leam how games 
work rather than just convert code 


"G: Why didn’t 
ou code for the 
mstrad CPC? 
AB: The Amstrad 
came along a bit 
late. Steve did. 
some conversions 
of his games, as 
the Spectrum and 
Amstrad had the 
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same Z80 chip; it 
meant he could reuse 
a lot of the game 
code. By that time | 
had my heart set on 
learning 68000 for the 
Amiga and ST. Steve 
enjoys a challenge, 
like ‘convert those 
20,000 lines of code 
in a fortnight’, but | 
prefer to start afresh. 


>) Did you make any C64 games 
that never saw the light of day? 
8: | wes working on another 

game atter Intensity and had a title 
screen and 4 game screen demo 

I was getting boaged dawn with 
colour choices again and was mighty 
keen to get to work on the 16-bit 
machines. Finally we got the go- 
ahead from the publisher, so since 

| wes still playing with formats and 
didn’t have 6 Game design ngiled 
down, we put thet one away. | had 
managed to design a gameplay area 
made out of hexagons, so | wanted 
sway Movement rather than four. 

I had cells growing egas 
and there were going 

to De mutations 

Possibly stil got a 

disk somewhere with 

a demo. That's all it 

wes, There’s no bin 

with gemes that didn’t 
make it. There were 
Plenty of design changes 
and graphical looks that 
weren't quite night, but we 
aways adapted. We did 
have an early version 

of Fire & ice wath a 
Gridbly-style bouncing 
Character, but that wes 
considered too radical 


Ate 
=m 


">. How do you feel about the 
C64 hitting its 30th anniversary? 
AS: It's quite extraordinary that we 
can still play those games, albeit 
sormetrmes on ermuators running 
on PCs. Actually that in itself says 
something, One computer has 
enough time and speed to pretend to 
be another computer and do all the 
work of all the chips. The C64 could 
do a third of a milion instructions per 
second; naw PCs can do about 1,000 
milion instructions per second, and 
the graphics chips can do so much 
more. So | actually wouldn't mind 
trying to put together a retro game 
on the PC with few limitations. 
However, what mede the O64 and 
all the other 8-bit computers special 
was that it was relatively easy for 
anyone to cheaply get started and 
quickly put a game together. We ran 
out of RAM so we had to finish the 
geme! tt was a special time and | feel 
utky for the opportunity to get into 
writing games, as it was the best job 
in the world. Now there is a lot of 
commercial pressure and you need 
8 lenge team to put 2 game together, 
$0 it's not So easy. We get the 
occasional letter and see people just 
Starting university wantng to write a 
30 Paradroid variant, but we haven't 
seen anyone finish one, | think 
the amount of work involved 
does overwhelm people. 


>. Do you have a 
favourite C64 game? 
AB. There have certainly been 
4 lot. Three of my favourites 
Started on different platforms: Evite, 
Dropzone and Manic Miner, and the 
conversions weren't quite as good 
on the C64, so they shouldn't 
count. | even bought an Atari 
GOO0XL just to play Dropzone. 
| certainly played a lot of 
Sheep in Space, so that’s 
probably the ane for me 


RETRO GATIER COLLECTION 


ag 


">. As Graftgold grew, did 

you find yourself having a more 
managerial role? 

AB: We had been a two-man 

team for three years or so when we 
started to find other programmers. 
Gary Foreman was the first and 

he started off working from home 
When Dominic [Robinson] and 

John [Cumming] joined we knew 

we needed a bigger office. At that 
time we were all 8-bit programmers. 
and generally worked on our own 
graprics, though John started to do 
more graphical work. It was when we 
Started 16-bit work with more colours 
and graphics resolution that we hed 
to ernplay more graphics artists and 
divide up into teams. We had Jasan 
IPage] doing programming and writing 
music and the sound end music 
players, 90 typically there would be 
ane programmer, with one to three 
graphics artists working together. The 
sound and music was usualy added 
Quite late on, as it wes best to design 
all the sound effects together and get 
the whole sound working once all the 
geme events that would cause sounds 
were fairly well defined. Everyone on 
the team got involved in the game 
desions and made suggestions. 

The arapnics artists became more 
responsible for level layouts and 
overall look, and there wasn't too 
much change. It helps to be diplomatic 
and flexible. Steve was the manager 
and wes progremming too. We had 
very self-motivated staff, so | was able 
to just concentrate on programming 


© ©. How difficult was the 
transition from 2D gaming to 3D? 
AB: Simuicra was our first game that 
really used 3D platting. We had done 
‘pretend 3D" in the early days. We 
drew different sized images of the 
same object and carefully managed 
what was gaing an on-screen. 
Domine did all the maths and Simutcra 
was plotting everything oxel by pixel 
on the bitmap. No fancy graphics 
cards there. He was really keen to be 
at the forefront of getting the code 
4s fast as possible and work out all 
the tricks. Steve picked that garne up 
and finished it with help in between 
and had teamed all the maths too. 

| got involved in the gameplay only, 
and wes still doing ‘pretend 3D’ 

with Parada SC and Unatumn 2. 
representing depth with shadows 

but stil rendering with pre-drawn 
gfaprics, The maths got @ bit much 
for me, Steve seemed to enjoy it and 
got proper textured graptycs working 
for Moto-X. We had a PlayStation 
version that used hardware to render, 
ke graphics boards do on PCs now, 
Dut we had to write render routines to 
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do the work on PCs without 3D cards. 
PC hardware went through a massive 
transition as boards were improved 
and DirectX was being developed. 


6. So it was a challenge? 

AB: It felt like playing catch-up all the 
time. By that time the whole cornpany 
was working on one game with 
Specialists on the different versions 
and platforms. | was locking after the 
system code that was shared across 
al the platforms and helping out with 
algorithms and gameplay elements. 


t also remember doing the PC sound 
routines and building in doppler-shifted 
frequencies so that planes flying 
overhead would sound realistic, and 
wes belancing sounds in stereo, 

and trying to add a bit of random 
frequency change because the same 
sound effect, however good, gets 
monotonous after a while. That was @ 
litle trick shown to us by an Australian 
programmer in about 1985, He did 

8 puzzle game and tuned the sound 
effects to a scale and varied the 
effects using musical pitches to make 
it pleasant to listen to. He was a very 
clever guy and had also developed 

a fast technique for doing collision 
Getection that we used in all of our 

2D games from Undium on. | hope he 
picked up some tips from us too. 


"©. When did you see the writing 
‘on the wall for Graftgold? 

8: In 1996 things came to a halt 
when we just couldn't get a publisher 
to sign anything up. Renegade had 
decided to push a lot of investment 
to Sensible Software, and that left 

us looking for other publishers. We 
couldn't place anything and our 
developments came to an end. We 
had managed to do some conversions 
but it was getting difficult. We had to 
lay same people off, which was really 
hard. We had a Japanese publisher on 
board who were really good to work 
with, but they changed their plans 


end that delayed our development. 
Steve had been working all hours and 
was getting worn down. He had to 
stop in the end. We didn't owe any 
money but we weren't making ary. 
At the eleventh hour we got a visit 
from Perfect Entertainment and they 
offered to buy into Graftgold, tool us 
up with better technology and give us 
@coess to their publishers. 


>. That sounds perfect. 
AG: It sounded like a good idea, and 
we had worked with them before 


at BT. So we set about doing a tank 
game, with them doing the graphics 
and paying the weges. We had 
everybody working on the one game, 
which made us very vulneradle to 
any issues with that. It was difficult 
and politics started to play 4 part. It 
just didn’t work out The worst bit 
seems to be having lost the rights to 
the gemes. Anyone sterting out for 
themselves should look at protecting 
the design rights in a separate 
company from the one writng the 
games. That wey you keep ownership 
if anything goes wrong 


"> What do you do now and how 
does it compare to making games? 
AB: I moved into programming for a 
business software house. Fortunately 
they were recruiting heavily and knew 
games programmers are 8 reasonably 
bright sort. My early experience at 
GEC looked good on the old CV too. 

| needed a bit of stability after going 
for a couple of months without any 
wages, like all the other Graftgold 
people. Fortunately things went pretty 
well there and | persuaded Steve to 
join me. So we worked together for 
another 12 years or so until he retired 
at the end of 2010. 


©. Doesn't It get dull making 
business software? 

8: There's not a lot of creativity in 
insurance programrring, it has to be 
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sad, Making videogames wes the 
Dest job in the world, the weekends 
were an inconversence because | 
couldn't go to the office. Unfortunately 
the reality of paying the bils every 
month means that sometimes we 
can't do what we went any more. I'm 
open to suggestions, though! 


/G. Many 8-bit 
developers like Jeff 
Minter and Peter 
Harrap are starting 
to make a name for 
themselves on iOS. 
Is this something 
= considered? 
: Jeff's fabulously 
adaptable; there 
doesn't seem to 
be any platform he 
can't learn So 
I'm a lot slower. It 
takes me a couple of 
games to get used 
to the hardware. | 
haven't looked at 
other systems, but | 
am now thinking that 
| would like to work 
for myself again and 
do something more 
creative. | don’t need 
the fame, but | would 
like more creativity. 
Maybe mobile apps 
are what | should be 
looking at... 


/>. What’s your best memory of 
being in the games industry? 

8: I've worked with some very 
talented people at Grattgold and other 
companies, like The Bitmap Brothers. 
Al through the Eighties and the first 
half of the Nineties it was the best jod 
ever. We got to go to shows, award 
cerermones; | went to Germany, 
France, the US and got to meet 

many other programmers. Second 
place would be spending a night in e 
haunted inn in Didcot before a trip to 
Ludlow; | felt that there was someone 
dusting in my room in the early hours, 
and Steve reckons he saw a ghostly 
maid in his room. The best memory, 
though, still hes to be the job intermiew 
ane Friday evening in August 1983 
‘Do you fancy coming and working for 
me writing games?’ “Yeah, all right” 
‘Okay, let's go down the pub,’ 
Quickest job interview | ever did! 


Mobile 


ie 1) 


1) [CBA] The merobers on the droid indicate how strong they ar, and heey tough thery ave t hack btn. 


9(Ci4} Pscscroitin quite sirepty orm of the beet. 


Faractrod. 


Game on! 


Unit type 001 ~ Influence device 
This i§ Che unit that you 


‘currently control. Prepare 
to board Robo~w Freighter 
Paradroid to eliminate all 
rogue robots. 


39[CB4] This is your frfiuence Device He's weak on armour and frepewver But can take over other decide. 


THE MARING OF, 
PARADROD 


Andrew reveals the story behind 
the creation of his highest-scoring 
Commodore 64 game 


Retro Gamer: Paradroid 
successfully combines two distinct 
genres. Did you purposely try to 
create something different? 
Andrew Braybrook: | always 
followed my nose, trying to design 
a game that I would enjoy playing 
| was more interested in using the 
technology to do something new. | 
would start with building the scrolling 
system and see what dropped out 
This game was designed almost 
‘overnight as | walked home. | wrote 
down all the ideas | wanted to 
incorporate on one sheet of paper 
and all of those ideas went in, One 
came out again at the last minute, 2s 
it had a difficult-to-use firing system. 
Just as well, really! 


RG: Where did Paradroid's 
droid-swapping originate? 
AB: | think the idea germinated from 
an arcade game we used to play 
where you played a commando who 
could leap into 8 tank and use it 
Wher it got ft you had a couple of 
seconds to leap out before it blew 
up, and then you could go and find 
another tank. | quite liked the two 
different states and that you were 
protected by the tank. Having decided 
an the radar-stvle display for the 
fobots, | could save all the complex 
graphical images for all the directions 
of movement. It also allowed a greater 
vanety of weapons, though it wasn't 
expressed fully until Paradrovd 90. | 
understand that 4 number of garnes 
have used a similar systern since, so it 
must be quite eppealing. 


RG: What was the reasoning 
behind Heavy Metal Paradroid? 
AB: | wes writing Morpheus and 
had a ‘curved metal’ arephical look 
that | had concocted in a graphics 
editor, It was earty days for the game 
and | didn’t have a game system 
to experimert wrth, so | decided to 
Substitute the Paradraid background 
graphics with the Momheus ones. | 
had taken delivery of a Commodore 
128, and one of the features was that 
you could switch the CPU into double- 
speed mode while the raster was off 
the screen, which bought about 30 
per cent more processing time. So! 
wanted to get Paradraid’s scrolling a 
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bit smoother. It turned out that | could 
get it running smoother even ona 
Commodore 64 and | really liked the 
new grepncal look, so we did a new 
turbo loader and re-released Paradroid 


RG: What was it like working 
with Dominic Robinson on 
Paradroid’s sequel? 

AB: Dominic was busy writing ¢ 
game operating system for the 

Atari ST with 4 view to being able 

to run the same game almost 
unchanged on the Amiga, which 

wes seen as the safest - but more 
unpogular — way of producing a game 
on both platforms. He was writing his 
own game, Simuler, and we both 
used the operating system that he had 
written. If | had @ tricky routine that | 
needed then Dominic would be able 
to write it. Everything worked pretty 
smoothly. | helped him out with some 
game algorithms too. 


RG: Why do you think Paradroid 
remains so popular with gamers? 
AB: | quess that everyone gets 
something different from a game. 
Maybe that’s it. Paradrnidis a very 
dynamic game, even though each 
ship is set up broadly the same, itis 
running everything on each deck as 
yOu arrive So it plays differently every 
time. As a player, you also have a 
great deal af freedom es to how to 
tackle the ship es a whole and each 
deck individually. 


Special thanks to Andrew for his invahusble tee, 


nals» 


AETAO GAMER COLLECTION = 2aL 


Punch the term ‘Batman 

videogames’ into Wikipedia 

and you'll be faced with a list of 
games as wide as the Joker’s maniacal amile 
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njoyed 
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The only UK magazine 
dedicated to retro games 
Unmissable interviews 

Every issue is full of one-on-one exclusive 

interviews with the original developers 


In-depth articles 
Exhaustive guides dedicated to all of the greatest 
gaming franchises 


Nostalgia overload 
Get those nostalgia glands going thanks to 
excellent articles that cover the good old days 


scribers to... 


42) 
GAIVIER 


Try 3 issues for £5 in the UK* 

or just $7.54 per issue in the USA** 

(saving 25% off the newsstand price) 

For amazing offers please visit 
www.imaginesubs.co.uk/ret 


Quote code ZGGZIN 
Or telephone UK 0844 848 8412 overseas 01795 592 872 
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Learn in style 


Discover more with the Book series’ expert, accessible tutorials for 
iPad, iPhone, Mac, Android, Photoshop, Windows and more 


BUY YOUR COPY TODAY 


Print edition available at www.imagineshop.co.uk 
Digital edition available at www.greatdigitalmags.com 


Available on the followang plationns 
— 
LT Fo (LY fad 
- Bs — = er facebook.com/ImagineBookazines W wwittercom/Books Imagine 
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